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As I pull my chair up to 
the desk in preparation 
to write this editorial, a 
thoughtful look adorns 
my face, and I struggle 
with the burning ques¬ 
tion that keeps gnawing 
away at my soul. What’s 
happening to the world 
of Nintendo? 

Without wishing to 
sound like a merchant 
of gloom and doom, 
quite frankly, things 
aren’t too great at the 
moment. The situation 
hasn’t quite reached cri¬ 
sis point yet, but things 
are on the slide a little, 
and the state of play at 


present marks possibly 
the lowest ebb games 
and gaming for the 
Super NES have 
reached yet. 

The main point of 
concern is the fact that 
Nintendo UK have made 
a rather sudden deci¬ 
sion to scale down their 
operations in Britain. As 
part of their plans 
they’ve decided to close 
down their offices and 
warehouses in both 
Eastleigh and Fareham. 
The company’s UK 
operations will be run 
out of a small office in 
London, and a new part¬ 
nership will exist with 
THE, who’ll be responsi¬ 
ble for the sales and 
marketing of Nintendo 
products in the future. 
The distribution of all 
software and hardware 
in the Nintendo range 
throughout the UK and 
Ireland, will be exclu¬ 
sively handled by John 
Menzies. 


Perhaps things aren’t 
quite as worrying as they 
immediately seem as 
Nintendo are known for 
taking these kind of 
sweeping decisions, and 
usually for the right rea¬ 
sons. As with all major 
companies, Nintendo UK 
are looking to improve 
the companies efficiency 
and if that means trim¬ 
ming their operation, 
then so be it. I’m pretty 
sure they haven’t taken 
such a major decision 
lightly, and at the end of 
the day, if it’s beneficial 
to the company, it will 
undoubtedly be beneficial 
for the punters, ie us. 

The good news, or 
rather the silver lining in 
this particular cloud 
seems to be the fact this 
is merely the calm 
before the storm that will 
break when Nintendo 
unveil a number of major 
new products toward the 
end of this year and 
throughout 1996. So 


although on the face of it 
this news had me reel¬ 
ing, at the end of the 
day when the dust has 
settled it could actually 
be for the better as we 
see a leaner, slicker and 
more vibrant Nintendo 
UK emerge. 

Sorry about this sub¬ 
ject dominating the 
Nindependent, but it was 
probably the most signif¬ 
icant move Nintendo 
have made since the 
SNES was released. 

So don’t reach for the 
tissues just yet because 
this issue of SG will no 
doubt bring cheery 
cherubic-type smiles to 
your faces. We’ve got a 
mammoth eight-page 
Judge Dredd tips spe¬ 
cial as well as some 
wicked reviews of the 
latest and greatest 
games around. And of 
course there’s all the 
usual guff that you’ve 
come to expect from us. 
enjoy...enjoy...enjoy.... 


PANTS, PANTS, PANTS, PANTS 



It’s two in the morning 
and we’re struggling to 
fill this space. Cue 
Miles’ famous home¬ 
made underpants! 


LATE NEWS.... PARAGON 
PUBUSHING PUBUSHES! 

News just filtering through suggests that Paragon Publishing, based in 
Bournemouth, Dorset, does, indeed live up to its name and regularly 
publish. Unconfirmed reports suggest that magazines released month¬ 
ly by the company Include Super Gamer, Sega Pro, PC Power, 
Internet and Comms Today, Gamesworld: The Magazine, CD32 
Gamer, 3DO Magazine, CD ROM User, Mega Power and probably a 
few more too. 























GOLDEN GATE 

EXPORT Co. INTERNATIONAL 

Specialist in Japanese and Asian Video game products 


SONY PLAYSTATION 


PSX inc. Scart conversion + 

Transformer 

£Call 

Ridge Racer 

£55 

Tekken 

£57 

Tohshinden 

£55 

jumping Flash 

£57 

Gunner's Heaven 

£57 

Magical Beast Warriors 

£60 

Boxer's Road 

£Call 

Dark Stalkers 

£Call 

Memory Card 

£25 

Extra Pad 

£30 

3 DO 


NTSC 3DO game £330 
Games £20-£25 

Gun £35 

Pad convertor £15 


SRGA SATURN 


Saturn inc. Scart lead & 


Transformer 

£385 

Virtua Fighter 

£50 

Virtua Fighter Remix 

£70 

Panzer Dragoon 

£52 

Daytona USA 

£52 

Crystal Astal 

£40 

Shinobi EX 

£Call 

1 SNES 


Clear Out!!! 

NBA JAM Tournament (Jap) £35 


Rockman 7 Gap) £27 

Undercover Cops (jap) £28 

Mario Kart (jap) £16 

Int. Super Star Soccer £25 


G.G.E.C.I 

Tel: 0378 190009 Fax: 0151 424 0216 

55 Dickson Street, 

Widnes, Cheshire 
WAS 6NX. England. 

For Hong Kong Trade orders, please contact above numbers 
for details of prices, delivery and payment 


CONSOLE CITY 

SUPPLIERS OF 

Sega Saturn, Sega 32X, 3D0, Sony 
Playstation, Jaguar, Nintendo, PC, 
CD Pom, Amiga 


NiOiUES Street Racer 24.99 

Donkey Kong 39.99 Cannon Fodder 24.99 

Jungle Strike 39.99 Bomberman II 24.99 

Mortal Kombat II 29.99 NBA |am 19.99 

Return of the )edl 29.99 Secret of Mana 19.99 

Jungle Book 29.99 PLUS MANY MORE 


WE BUY, SELL & 'PX' All Goods 

CALL NOW FOP 

CHEAPEST PRICES 01/oS 

I04B Wolverhampton Road, Stafford, ST 17 4AH 



MCB Digital Entertainment 

Store 

3DO, SEGA, SNES, 
JAGUAR ETC 


Amazing Deals 


Software & Hardware Bought Sold & Exchanged 
Mail Order a Speciality 
Free Lists on request New Releases Daily 

24 Mill Lane Buckley Clywd CH7 3HB 
Tel: 01244 546040 


HIGH RESOLUTION 
GAMES ZONE 

TEL/FAX 0171 79a 1383 
FREEPOST LON 3824 LONDON W11 4BR 


TOP SUPER NINTENDO TITLES 


JUNGLE STRIKE 

£43.00 

PUTTY SQUAD 

£42.00 

FINAL FANTASY III 

£63.00 

SPARKSTER 

£36.00 

SUPER TURRICAN 2 

£46.00 

KIRBYS AVALANCHE 

£49.00 

ILLUSION OF TIME 

£c:all 

THEMEPARK 

£43.00 

1. SUPERSTAR SOCCER 

£46.00 

JURASSIC PARK 2 

£44.00 

SUPER DROPZONE 

£38.00 

CANNON FODDER 

£41.00 


WE ALSO SPECIALIZE IN UP AND COMING US IMPORTS: 

OGRE BATTLE. SECRET OP EVERMORE. EARTHBOUND. FINAL FANTASY II AND MORE. 

CALL FOR DETAILS AND PRICES. 

41.1. PRIC »:.% IM l.l Bi; I K PO*iT4CK 44D P4C KI4K 


ALL GOODS ORDERED ARE INSURED AGAINST LOSS OR DAM¬ 
AGE THROUGH POST AND ALL ORDERS ARE SENT 1ST CLASS 
RECORDED DELIVERY. WE KEEP PRICES DOWN AND OUR 
FREEPOST MAIL - ORDER SERVICE IS SECOND TO NONE! NO 
STAMPS NECESSARY, NO HIDDEN COSTS. 

NEW GAMES ARRIVING DAILY. 

PART - EXCHANGE YOUR OLD GAMES AND SAVE £££S OFF 
THE LATEST UK AND US TITLES. WE ALSO DEAL IN NES, 
GAMEBOY AND SEGA PRODUCTS. FREE GAME - SEARCH SER¬ 
VICE AVAILABLE - CANT FIND THE GAME YOU ARE LOOKING 
FOR? CALL US, WE CAN (USUALLY). FREE INFO PACK AVAIL¬ 
ABLE. ALL ITEMS ARE SUBJECT TO AVAILABILITY AND PRICES 
MAY VARY. PLEASE CALL BEFORE ORDERING. 


office hour®; 10am - 7pm Mon - Sat except Wed 1pm •* 7pm 
ANSWER PHONE SERVICE ALL OTHER TIMES 


COMPUTER AND VIDEO GAMES 


WE DEAL IN SEGA MEGADRIVE. SUPER NES, SONY 
HOB,SEGA SOLAR SYSTEM, PANASONIC REAL COFFEE 
TABLE •¥ JAGUAR 

TRADE IN SECOND HAND, IMPORTS. 


ANYONE WHO PHONES TORC SOFTWARE ON 
(0181) 893 2100 AND ASKS MARCUS HOW IS 
BALLS ARE, WILL GET £5 OFF Mil GAME. 

01483 771117 

15 High St. Woking Surrey GU21 1BW 

ARENA STAFF WILL BE HAPPY TO HELP 


VIDEO GAME CENTRE 

WE STOCK:- PLAYSTATION, SATURN, 300, 32X, JAGUAR, SNES, 
MEGAORIVE, S. FAMICOM, GAMEBOY, LYNX, GAMEGEAR, NEO GEO (CO), 


SUPER NiS USA 


OGREBAHLE 

59.99 

CHRONO TRIGGER 

74.99 

FINAL FANTASY III 

69.99 

ILLUSION OF GAIA 

59.99 

FINAL FANTASY II 

59.99 

KILLER INSTlNa 

69.99 

DOOM 

69.99 

MEGAMAN 7 

59.99 

SPIKE MC FANG 

24.99 

EARTHBOUND 

59.99 

KING ARTHUR (ENIX) 

49.99 

AEROB1Z2 

59.99 

SECRH OF THE STARS 

59.99 

BlACKHANtTK 

29.99 

USAAJK ADAPTOR 

14.99 


SUPER NES (UK) 


UNIRALiy 44.99 

JUNGLE STRIKE 34.99 

SPARKSTER 99.99 

STREH RACER 34.99 

NBA JAM 2 49.99 

RH. Of JEW 39.99 

DONKEY KONG 49.99 


FRONT MlSSlbN 7^9^ 

CHRONO TRIGGER 79.99 

BOMBERMAN 3 79.99 

YOHIS ISLAND 89.99 

WLDTRAX 29.99 

S. METROID 29.99 

SF 2 TURBO 19.99 



SUPER METROID (USA) 
MEGAMAN SaCER (USA) 
DESERT RGHTER (UK) 
WORLD CUP 94 (UK) 
NINJA WARRIORS (USA) 
BATTLHOADS (USA) 
NHLPA '93 (UK) 

MYSTIC QUUT (USA) 
SPACE MEGAFORCE (USA) 
STARFOX (USA-USED) 
STREETFtGHTER 2 TURBO 
(USED USA) 

fNTE HAVE 100’S MORE 
NEW & USED GAMES 


24.99 

29.99 

29.99 

14.99 
14.99 

14.99 

19.99 

14.99 
14.99 
14.99 
20.00 
15.00 


10.00 


* PLEASE PHONE FOR OTHER TITLES - NEW RELEASES EVERY WEEK* 
pr CLASS POST - FREEI 888 WIMBORNE ROAD, BOURNEMOUTH BH9 2DR 





































Slants lam, thaak yau Mr Video Stockist 


Nothing to do with Acclaim, but nevertheless concerning all you NBA Jam fiends out there, Fox Video 
have got 2 hot vids lined up for release in the coming months. NBA Jam — The Music Videos is an action 
pacKed jamming session that encapsulates the very heart and soul of US basketball. The non-stop, jam¬ 
ming and slamming is perfectly complimented by the stunning sound tracks from artists such as Luther 
Vandross, Gloria Estefan and the Spin Doctors. 

Also from Fox comes the in-depth look into the rise and rise of one of the NBA*s most mind blowing 
stars, Shawn Kemp. In Shawn Kemp — the Reignman, viewers are treated to an up-close and personal 
insight into the life and times of this awesome NBA hero and bear witness to some of his breath taking 
antics. If the NBA is your life and you can’t get enough of this incredible sport, these 2 vids are well 
worth checking out. A 


the success of Acclaim’s first two conversions of MK it should never 
ave been in doubt that they would get the license for the third in this classic 
beat-em-up series. However, a bust-up with the creators of MK, Williams 
Entertainment, left the whole affair in a mind blowing confusion. Thankfully 
though, common sense prevailed and Acclaim managed to pull the deal 
off. We can now look forward to the latest and greatest in this thrilling line 
of bone crunching, head smashing beat-em-ups, knowing it’s in the best 
possible hands. 

MKItl boasts some revolution¬ 
ary new features that promise to 
»et the games market alight on 
; release. With more characters, 
e moves, new backgrounds and 
of new options this is one game 

very keen eye out for. We’ll let — 

you have the latest on developments as soon 


as Miles can find his car keys and get up to London! 


Movie wombats 


To compliment the release of MKIII, First Independent will be launching Mortal 

Kombat: The Movie in mid-October. Another vid. Mortal Kombat: The Journey Begins, is a special animated home movie 
that uses Acclaim’s very own motion capture technology for the special effects, will also be hitting the shop shelves by the 
end of the year. Something to put on your list for Santa, perhaps? 


it's a game ot two-games. Berryt 


Konami’s critically acclaimed masterpiece of footballing frollicks, /SS, now sits proudly in over 56,000 homes across 
1 ^ - country. Amazing, eh? Still, it’s reign as the number one 

^ footy Sim seems to have been short-lived, for a new game is in 

; ; ■ V ^town and promises to kick it straight out of the park. What is this 

game? Who’s it by? When can we get it? Well, it’s none other 
V*:- than internationai Superstar Soccer Deiuxe. Yep, the sequel has 
N ' arrived. Konami are reluctant to reveal too much about it at the 

- i moment, but news is leaking In that It’s gonna be outta this 

* With a massive 16-Meg cart, the programmers have been given 

license to make some vast changes and Improvements. There’s 
'' ^ ten new teams, new player animation, better player skills and 

TLrt s ^ techniques, improved CPU intelligence and a new 4-way play 

^ O' option. It all adds up to something quite special. With an expect- 

^ ■;. " i ed release date around November time, the SG crew will be on 

A "" V r ^ the case and we’ll have a full preview next month. 
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FEARSOME FIRST ISSUE! THE HARDES7 

unnTAi 

^ EVER- 

V'niipAT 'A 

" <j'jull'Jl ,AS 


HBaamg woMate 

Just when you thought it was safe to 
switch off your machine, settle down and 
have a nice quiet read, 
BANG! Manga Publishing 
come up with the chilling ^ 


MORTAL KOMBAT'^ ^ 
POSTCARDS ^ 


V/ldA SEGA 






and thrilling Mortal 
Kombat comic. This new j 
monthly is set to hit the f 
$hops sometime in | 
August and is an essen¬ 
tial read. Packed with fist¬ 
fuls of hard-hitting action i 
featuring ail your | 

favourite characters from | 
the game, it’s be some¬ 
thing no true fan can 
afford to miss. 

On top of 24 pages of full 
colour, comic strip action, 
each month the mag will 
be packed to burstin’ with 
news, character profiles, 
competitions and fan triv¬ 
ia. Go on, don’t be a 
wuss, have a read! 



JsSKrtea-'- * 


I. 


i 



CHARTS 


This month’s best seilers are brought to 
you by Gallup and are the copyright of 
those lovely peeps at ELSPA 


sms 


1 (2) Super Bomberman 2 

2 (1) Super International Cricket 

3 (3) Mortal Kombat 2 

4 (6) Animaniacs 

5 (-) Rise of the Robots 

6 (4) Jungle Strike 

7 (5) International Superstar Soccer 

8 (9) Starwing 

9 (-) Donkey Kong Country 

10 (7) Super Street Fighter 2 

11 (16) *** 

12 (12) Cybernator 
13(11) WWF Raw 
14 (10) Cannon Fodder 
15(15) Unirally 

16 (20) Micro Machines 

17 (14) Dragon 

18 (-) Dino Dini’s Soccer 

19 (13) Fever Pitch 

20 (-) Kick Off 3 

SAME BOY 

1 (1) Zelda — Link’s Awakening 

2 (2) Kirby’s Dreamland 

3 (3) Super Mario Land 3 

4 (7) Golf 

5 (-) FIFA International Soccer 

6 (5) Donkey Kong 

7 (6) Micro Machines 

8 (8) Gameboy Gallery 

9 (9) Kirby’s Pinball Land 

10 (10) Mortal Kombat 2 


Baby rage 


Primal Rage is just about ready to roar onto our SNES screens, 
but what of the Gameboy version I hear you ask? Well, don’t 
worry little friends, it’s already well under way and it shouldn't be 
too far behind It’s big brother version. ‘Til then, here’s a couple 
of pics for you to dribble over. 
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Hasta La Canasta. 


we’ve found someone who dresses 
worse than Jon! aresses 


Things ain’t looking to good 
for poor or Stanley as he 
attempts to stare down a 
particularly vicious looking 
bullet! 





PRODUCER 


^PRI^ 
CART SIZE " 


S>9-s-smokin'! JimfSiirey^t ybu^ 
heart out. If you tire ftlr^M 


was funny Mwpng, ttreq^. ; 
wait 'til you get wir amazingly 
rubber-llke law KW O thl^ Farne^ 


mainly for tl 
ings, ritei 
thent^ll^ 

siofre/ti iilB 


MHiSame Boy offer- 
HP realty excelled 
■I whatfboks likely 
h| best-film conver* 

lely smash 




PQ have taken seven 
P>cat]0ns and incorpo-'l ' 0 ' 
in into the game in the ^ 


I als,.iM the mild man- , 
ley'ipkiss, players slip, 
kind must control ; 

(awesome (and hilari- 
s In an attempt to get 
those levels and j 
guys on the way. 
i dirty, sinister streets J 
^ from Stanley’s ^ 


^^i^rer^^nt, to the bank and 
Cocahongo Club, fighting the^ 


dastbriily gangland boss Dor 
Tyre! and his cronies at even 

The Mcrek looks good, bm 
get it, that’s not what thisjH 
Is about. The Mask sounflB 
too, but forget that as 
f^me is about the chaM^I 
what a character he 
vitality, all the ener9|^«^^| 
comedy in Jim Cara«H|^| 
portrayal of Stanl£QH||^^| 
been bundled 

glides across the^wjl^^M 
were performigiJn^^^HS 
Ail the moves 
from the film 
squeezed 

it’s the tornadiiMi^^BMlF 


blows the I 
mallet, bo^ 
the han^ 
there aritfel 
the act^H 
hidin^Mj 


liin.'cod^| 
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Urbar SWka pack* »“’ke ey'oa iy _, -' 
we’ve come to expect Item this classic 


sum B/um KT'ss 











If nature calls, 
of bushes! 


there’s always plenty 


Rescuing and dropping drowning passengers from a strcken ship is just one ofthe 
40 exciting levels within Urban Strike. 


PRODUCER 

T*HQ 

01372 745222 
PRICE 

£49.99_ 

CART S IZE 
IGMBits 


The world is full of madman and 
every single one of them seems 
to be intent on taking over 
America. Why? What about 
Britain? Why doesn’t some nut¬ 
ter ever try and take over our fair 
isle? Hell, they couldn’t do much 
worse than the ones running the 
country at the moment! Still, 
enough political side-swiping, 
more pressing matters are afoot, 
like somebody trying to take 
over the States! Yes, they’ve 
tried and failed before, but this 
time the threat is more real than 
ever and once again it’s up to 
you and your trusty co-pilot to 
save the day. 

We’ve rumbled in the jungle, 
we’ve, err, battled in the desert, 
but this time the war’s on our 
own front doors, it’s Urban Strike! 
Set in the not too distant future, 
2006 to be precise, players take 
on the role of leader of an elite 
UN Special Forces unit charged 
with bringing this new threat to 
America’s liberty to swift justice. 

The challenge takes place over 
40 missions, which are in turn 
spread over 10 campaigns. 

These campaigns span the 
length and breadth of America 
and take place over land, sea, 
jungle and city terrain. Players 
will have to survive in a cauldron 
of enemy fire and have the wits 
and cunning of an extremely 
cunning person if they are to 


defeat the evil H. R. Malone. 


As the third Strike game to be 
released. Urban Strike has to 
offer a lot of original ideas if the 
concept is not to become too 
tired and dull. Thankfully it looks 


like doing just that, what with 
three new weapons to play 
around with and even the chanc 
to run around causing havoc oi 
foot! The graphics have also ^ 
been tweaked and the soun#|p 
enhanced, so expect somi^Sg 
big, even if it Is a little famflpr. 



sum s/um OCT^ 







For a company only formed in 1990, T*HQ ain’t doing bad for themselves. Their 
recent contracts with EA Sports and Lucas Arts mean they’re now competing 
with the big boys for the title of Europe’s best publishing house. 

The above mentioned contracts mean T*HQ have now got probably THE most 
exciting games line-up around. As Christmas approaches all the publishing com¬ 
panies start to slowly wind-up and the games start rolling out, but T*HQ’s winter 
release schedule is truly mind blowing. We reveal all over the next few pages 
and take a sneak look at the games likely to cure those winter blues for good! 






his chubby little 

^ M m fella seems to have 

I ^ been around for ages now, 

erm and I suppose he has. 
Still, if he keeps producing the goods like he has in the 



past, that can*t be a bad thing. After all, even if v^e have 
seen it all before. Madden still rules the field where 
American footy sims are concerned. 

Maddens last outing on the Gameboy wasn*t too much 


. ^ of a success though, the playability and gameplay 



V somehow got lost in transition from SNES to Gameboy. 



Thankfully all seems fixed and Madden ’96 should com¬ 
fortably wrest the title of best US footy sim on the GB from 
NFL Quarterback Club. 

Some of the interesting features on Madden ’96 include full 
seasons, player stats (if ya like that kinda thing) and some 
silky smooth gridiron action. Bone crunching tackles rule and 
this game promises to be a prayer answered for every US 
footy freak. 



WMkM ® reviewed PGA 

■rlF European Tour on the 
Gameboy not long back and what I 

a cracker it was, the best by a 
long way! PGA Invitational is in 
the same vein, actually it’s near 
enough the same game, but with 
more American appeal. Instead of 
European courses you’ve got ^ 

Woodlands in Texas, Scottsdale in 
Arizona and the like and instead 
of European players 
you’ve got the likes 
Brad Faxon 
Tom 

All the changes 
are not just cos¬ 
metic though. A few alterations to the game 
play have been made as well. Fade and draw is 
now easier and more clear to calculate 
and there’s also a cool option of ■■■ 

putting on top spin and back spin. 

Altogether PGA Invitational tour is not BB 

just the Euro version with different 
faces, it looks a worthy addition to this 
already classic line of golf sims. For 
flarey-trousered, tank-topped strutters __ 

of the fairways this is definitely one to 
await with eager anticipation. -:m 


Just one of the new features is the 
action replay. Cool, eh? 


PGA TOVK^ 


If the courses of Europe are becoming a 
little familiar, PGA Invitational offers four 
new American ones. 
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looks 

Game boy^S 
iiave been cryii 


MJtW just as^ame Boy^^ ^ T 
■r Ir owners were giving 
up on ever se^ng this 

classic platform shoot- _ 

em-up on their pocket P l. > tjnr>i--cj CP 

sized machines, what 

happens? It goes and V ^ 

turns up! Still, from 

what we’ve seen it sure * 4 ^^^ 

as hell looks like being ^ ^ 

worth the wait. ^ 

Choose from 

Princess Leia, old Chewie, or the saviour of the 
Universe himself, Luke Skywajker, and embark on an 
adventure of galactic proportions. s e: l e: c 

With tons of action packed levels -- 

to fight your way through, this ^ 

could be the next best thing to the 'jri 

film itself. 

Add to all the explosive enter- h 

tainment some eye popping graph¬ 
ics. ear shattering sound lifted ^ 

straight from the film and you get l i v 

a fair idea of what this game is 
about. Fans of Han Solo might be a disappointed that 
he ain't included In the adventure, but for everyone else 
this should be a right Christmas cracker! 
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Top Ten Blokes 

1. Bomberman 

2. Ken 

3. Super Turrican 

4. Luigi 

5. Mega Man 

6. Mike Hagger 

7. Peter ‘Playmaker’ Perfect 

8. Joe 

9. Mac 

10. Johnny Cage 




9. Starwing Fighter 

10. The jeep from Super 
SWIV 


Top Ten Weapons 


1. The red mushrooms in Mario Cart 

2. The bubbles in Bubble Bobble 

3. The gun you get in the finale to Super Metroid 

4. A fully powered up R9 from R-Type 

5. Prehistorik Man’s shout 


Top Ten Babes 

1. Sonia Blade 

2. Cammy 

3. Princess Kara 

4. Helen out of Smash Tennis 

5. That woman on the Side Pocket title screen 

6. Chun Li 

7. The birds out of 
Smash TV 

8. Samus Aran 

9. Can-Can Dancer out of 
Parodius 

10. The Dark Queen from 
Battletoads (A right¬ 
eous bitch, but a babe 
nonetheless, and a cleavage to die for) 

Top Ten Vehicles 

1. A super Mario cart 

2. The wrecker from Mr Tuff 

3. The R9 out of R-Type 

4. The frog off DKC 

5. The bike in the background on Chun Li’s level 
of SF2 

6. The tank in Cannon 
Fodder 

7. The Tiger’s Claw from 
Wing Commander 

8. Choplifter 



6. Vega’s razor hands 

7. Scorpion’s spear 

8. The bubble-burster in Pang 

9. Turrican’s grappling arm 

10. The Gattling gun in Wild Guns 

Top Ten Moves 

1. Sonia Blade’s handstand throw 

2. A dragon punch 

3. The Elvis bloke from Clay Fighters’ hair flick 

4. Somersault dunk from NBA Jam 

5. The ‘tag’ In DKC 

6. Bpogerman’s flob 

7. The smash in Smash 
Tennis 

8. Liu Kang’s dragon 
fatality in MK2 

9. Blizzards head- 
chop move from 
Primal Rage 

10. Hail Mary 
from John Madden Football 












































Yes, what better way at relaxing antt reclining than scanning yeur way threngh the Inane 
ang war peg theughts et Snper Gamer ang Its wengerlul stall. 

Tap Tens have been areung ter... eeeh?... a leng time basically, ang games magazines 
have certainly hah seme milage eut ef them. 


But as yen knew, we weuig never steep so low as to milk an IPea so here's a variation 
on the theme. The Top Ten, Top Tens as Inspiregby the games play eg on the system we ah 
love ang cherlsh...SNES 



Top Ten BaMies 

1. Wario 

2. Bison from SF2 

3. Simon Greedwell out of Sunset Riders 

4. Dr Maybe 

5. The Madman 

6. Mother Brain 

7. Goro 

8. The go-karts from 
Paperboy 2 

9. The T-Rex from Jurassic 
Park 2 

10. Darth Vader 


Top Ton Graphics 



7. Rival Turf 

8. Metai Jacket 

9. Fuii Throttie Racing 

10. American Gladiators 


Top Ton Croaturos 

1. Cool Spot 

2. Mr Nutz 

3. Yoshi 

4. Pac-Man 

5. Bartosaurus 

6. Diddy Kong 

7. Earthworm Jim 

8. James Pond 

9. The Biker Mice 

10. Bubsy 




1. Super Mario Kart 

2. Earthworm Jim 

3. Starwing 



Top Ton Ughos 


4. 

Donkey Kong 
Country 

1. 

Jelly Boy 

5. 

Mortai Kombat 2 

2. 

Bart Simpson 

6 . 

Aiien 3 

3. 

Donkey Kong 

7. 

Jurassic Park 

4. 

Sagat 

8. 

Another World 

5. 

Boogerman 

9. 

Cool World 




10. Piiot Wings 


Top Ton DnnghaHs 



1. 

James Bond Jnr 



2. 

Captain America and the Avengers 

6 . 

John Madden 

3. 

Speed Racer 

7. 

Bianka 

4. 

Uniraily 

8. 

James Pond 

5. 

Mega Man Soccer 

9. 

Michaeiangeio 

6. 

WWF Raw 

10. 

Barger (Fever Pitch) 
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1) Who, or what is an ass-wipe, as far as B and B-H 

are concerned anyway'f 

a) A lawyer 

b) A stupid guy, like Beavis ^ — 

or c) A cleaning mop 


2) Answer the following questions in the funniest way possible 

a) If B and B-H grew-up, what job 
would most suit them? 

b) What do ya reckon Beavis and 
Butt-Heads surnames are? 

c) Do Beavis and Butt-Head wash 
themselves? 
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Send to:- 

Cool! Huh, huh, another great SG giveaway compo, 14a Union Street, Newton Abbot, Devon, TQ12 2JS 


seeing GWAR, live in 
*''*^*^*"*^ co*^cert, with Beavis and Butt-head? We 

thought you might. That’s why we’ve teamed up with 

K Talk Loud PR, to offer you the chance to win ten copies of 

Viacoms smash-hit SNES game. 

In the Beavis and Butt-Head game, players have to help our 
comedy-duo find the pieces of their GWAR concert tickets after, 
would you believe it, Butt-Heads dog ate them? Yep, they’ve been 
orn to shreds and scattered all over the town, 
nd B-H could never live with them 
if they missed this once-in-a-life 
time chance to see their idols perform, so it’s 
up to you to help them. Take ‘em around town, to all the familiar 
locations from the cartoon, and see if you can find the eight 
pieces of the ticket. 

As you bomb around town, wrecking havoc through the 
hospital, causing chaos down the mall and disrupting classes 
at school, you’ll come up against all the wacky, 
zany characters from the cartoon, and 
clash with hilarious consequences. 

Whether you succeed in getting Beavis 
and Butt-Head to the concert, or not, this amus¬ 
ing cartoon platform adventure will have your sides-splitting and 
. endear you more than ever to these two lovable rogues. 

11 All you have to do to win one of the ten first-prizes, is answer 
the simple questions below and send 'em to the usual address. 
Cool! Huh, huh! 


































REVIEW INTRO 
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Tells you who produces 
the game, and their phone 
number. If the game is an 
import, we also tell you 
who supplied it to us. 


Pretty obvious, really. In 
the case of import games, 
prices may vary, so shop 
around! 


When will the game be on 
sale? Find out here! (NB: 
release dates are always 
subject to change.) 


A quick summary of, well, 
the type of game. 


The memory size of the 
game in megabits (8 
megabits equals 1 
megabyte) 


Does the game have any 
special features, such as a 
battery save or Multi-tap 
compatibility? 


The game's controls! 


Qsmnrjmniicj» 


smnrAWMBCi siQ 


Despite the fact that Super Gamer’s review system is the most accurate, com¬ 
prehensive and accessibie in the world (not that we like to hype ourselves up or 
anything), some odd-bods have still written to us complaining that they can’t 
understand it. So that no more people will waste valuable stamps telling us they 
don’t know who wrote the main review (hint: it’s the guy whose «— 

head is at the start of the text), here is the complete guide to our 
reviews! 


THI 

E OVERALl 

. RAT 

IMG 

0 - 29 % 

Could any game 
stoop so low? It most 
certainly could - see 
page 68 for the proof! 
Yeeuck! Any game 
scoring this low 
should be burnt and 
have its ashes mixed 
with salt. 

30 - 49 % 

Ugh. This band is the 
wasteland for mis-con- 
ceived, ill-executed or 
just plain rubbish 
games. If you get one 
of these as a present, 
strike the giver from 
your Christmas card 
list immediately. 

50 - 69 % 

The average zone. 
Games lurking In here 
might be well-executed, 
but totally lacking in 
originality or vitality, or 
may have playability 
defects that render 
them too flawed to be 
enjoyable. 

70 - 89 %^ 

This is more like it^ 
Unlike other mags, 
award 75% to an ‘av«F^ 
age’ game, Super 
Gamer scores in 
range mean a gam# 
worth investigating, 
especially If you're a 
fan of the genre. 

' 90 %+ 

. Gamer Gold territory! 

Any game that we 
■ award a gong Is one 
which by all rights 
belongs in your 
Nintendo’s cart slot. 
Only the best get this 
award, so you’re sure 
of a great game. 


pwiim no 

ndlMuA -•>» * tto ■ '»• 

•'■inna Ml> 


Do the game's visuals 
knock your eyes into your 
head, or are they as inspir¬ 
ing as a bowl of cold por¬ 
ridge? 


Heavenly symphonies - or 
karaoke classics? Music 
and sound effects get the 
once-over. 


First of the two most 
important ratings. Does 
the game grab you from 
the start? Is the main char¬ 
acter easy to control? Do 
you die unfairly, or far too 
frequently? 


The second of the ‘big¬ 
gies'. Once you've played 
the game, is there enough 
there to keep you coming 
back for more, or will you 
complete it in a day? Is it 
really worth £50? 


The final rating! Not an 
average of the others, as a 
game can have terrible 
graphics but amazing 
playability, this is a game's 
ultimate rating. Games 
scoring 90%-f get the cov¬ 
eted Gamer Gold award; 
these are a must! 


The main reviewer. The final ratings 
are awarded by him, although other 
reviewers may have different opin¬ 
ions. The main review tells you what 
the game is about, how it is played, 
and whether it has any special fea¬ 
tures that help it stand out above 
other games of its type. 


We use lots of pictures to help you 
get a look at the game. Remember, 
though, graphics are only a small 
part of any game - the important 
thing is always how well it plays, and 
to find that out you'll have to read the 
review! 


The other reviewers get to offer their opin¬ 
ions in these comment boxes. They may 
agree with the main reviewer, or violently 
disagree! It's up to you to decide which 
reviewer's opinion you most agree with - 
after all, it's you who buys the games! 
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OLACIUS 


l3! 


JON 


However 
many mil¬ 
lions of dol¬ 
lars Nintendo shelled out for 
Its 25% share in Rare, you 
can bet they haven’t had a 
sleepless night doubting the 
value of their investment. Whilst in 
the long term, it’s the Ultra-64 that will bene¬ 
fit most from Rare’s uncanny ability to 
design stylish, hip, fabulous looking games, 
at present, they’re almost single-handedly 
dragging the Super Nintendo through the 
predictable war against next generation con¬ 
soles like the PlayStation and Saturn and, 
less predictably, coming out of it pretty 
damn well. The significance of Rare’s 
Donkey Kong Country on the hardware 
buying public cannot be under-estimated. 
From twee, flagging has-been to home of 
the most eagerly received game of recent 
years, DKC gave the Super Famicom a 
huge boost (2,500,000 in the first 
few months of sale), just as 
Killer Instinct will, and with 
another project hotting up at 
Rare for next year, the 
Nintendo plan is simple - keep 
the SNES going until launch day 
of the Ultra 64 and persuade Nintendo 
loyalists to forget about the next genera- 


SBPREk 


ORCHID 




tion rivals currently slugging it out to gain a 
foothold in the market. 

Infallible? Probably. A year on, DKC 
still looks better than any platformers avail¬ 
able on higher specced machines, easily 
surpassing the Saturn’s disappointing 
Clockwork Knight and the 3DO’s Gex (the 
PlayStation hasn’t even got a contender). 


Well, I always knew I was a 
bit hard! 

and the surprise tactic of 
debuting Killer Instinct onto 
the SNES instead of the Ultra 
64 has many benefits. Firstly, 
it astonishes (theoretically) 


/ 
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the SNES market by providing as big a 
revolution in visuals as DKC, abating 
SNES fans tempted by flashy new con¬ 
soles. Secondly, It keeps Rare hot’ and 
In the public eye as they continue 
developing key Ultra 64 games. And 
thirdly, it makes room for better launch 
titles for the Ultra 64, for although 
Killer Instinct Is a fine game, it’s not 
really good enough to launch a new 



Beat-em-up fans 

are gonna be A 

spoilt for choice this 
month. Not only is 
Killer Instinct appearing In a shop 
near you, Primal Rage is too. 
Usually such a gluttony of head- 
stompin’ action would be greeted 
with wiid whoops of deiight, but it 
does pose a bit of a poser! Which 
one to buy? After all, none of us 
can really afford to go and fork 
out £100 for a couple of games. 
That’s why for me I’d have to go 
for Primal Rage. Okay, Killer 
Instinct looks and plays fantasti- 


system. Few games would still be 
bankable over a year from their original 
arcade release. 

Bad news first then. Killer Instinct 
is by no means as impressive, visually, 
as DKC. There’s no obvious reason for 
this surprising deficiency, the same 
ACM modelling process has been 
used, the characters are similarly sized 
(if not larger) and Rare have had plenty 
of time to refine their techniques, but 


cally, but It’s so cliche-ridden. All 
the characters lool like they’re 
straight out of another game and 
all the moves have an air of ’seen 
it, tried it, done it.’ 

If gloss and finish is what 
you’re after then Killer Instinct 
offers that aplenty, but if you want 
a beat-em-up taht’s slightly origi¬ 
nal, you know, has something 
sorta new to offer, then Primal 
Rage is the one you want! 
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RIPTOR 

I. 


FULGOPf 


V, 

V 

Pick your 
some ass! 




"^ 4 \ 

^ ! 


favourite character and kick 


the fact remains that whilst by no 
means unimpressive. Killer Instinct 
just isn’t stunning, and fails to 
induce the sensation provoked by 
DKC of My God! Is that a SNES 
running that!?’ After some play, 
you realise that this visual defi¬ 
ciency Is simply due to inferior 
conceptual design. The characters 
lack a cohesive theme and style, 
variety supplanting consistency. 
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Super Consoles! \ 

Bah! Who needs 
*em? If Nintendo can 
keep churning out 
games like Killer Instinct nobody’s 
gonna want to give up their SNES. 
Let’s face it, you can wrap a game 
up in as many fancy graphics as 
you like, but if it don’t play well, no 
one gives a hoot. That’s the joy of 
the SNES. It may not be able to 
compete with the Playstation and 
Saturn on the graphics front, but 
show me a game on either of those 
consioles that plays as smoothly, as 
crisply, as awesomely as this and 
I’ll eat my pants! 

With rewarding multi-hit combos, 
tons of wicked special moves and 
some lightning quick action this 
really is a game that has to be 
played to be believed. 

The only downer for me is the lack 
of any blood and gore. I know 
Nintendo are against that sorta 
thing, but a beat-em-up without 
blood just don’t look right. Still, a 
classic, classic game nevertheless. 


kill. What a puff. 


Thunder moves in 


Combo’s on 


i Glacius is a T2-style morphing monster, 

. ^ ^ Orchid is a cliche fetish babe, Riptor is a 

_ _ Primal Rage inspired dinosaur... although 
^ ^ Rare freely admit their preference for 

^ ^ ^ I ‘borrowing’ from other titles, the lack of 

^ ^ originality in character design is disap- 

^ ^ St 'J pointing. Also, whereas DKC’s simple, 

animalistic curves and shapes accentuat- 
\ ed the remarkable ACM 3D illusion. Killer 

.p*.; - Instinct packs so much surface detail onto 

_ jf5 fighters in an effort for heightened 

Oo5?Oo2RcTu? 80 ' CINDER OOOOOO^ realism that the overall impact is 

diminished drastically. They lack the 
fresh, stunning appearance of their 
simpler predecessors, looking over¬ 
worked and fussy in comparison. 

Also disappointing, though 

b sadly inevitable, is the loss of the 

blistering intro and character 
sequences that so defined the arcade 
version. With Rare utilising their full 
might with Silicon workstations, 
these were truly something to 
behold, but despite 32Mbits of cart 

f p ^ space and the SA-1 decompression 

^ m A chip, there just wasn’t room for them 

ar W f on the SNES, and they are replaced 

" by attractive, but distinctly static 

stills. A shame. The scaling tower 
levels of the arcade game are also 

Glacius tries one of his special moves as Cinder looks on suitably unimpressed. lost, although simplified recreations 
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of the arenas are present. 

However, expecting an 
arcade perfect version of Killer 
Instinct on the SNES was an 
impossible dream that Nintendo 
have slyly encouraged, and any¬ 
one who's seen the appalling 
Daytona USA on Saturn will know 
the term is easily applied without 
any basis in truth. It's impressive 
then, that whilst Killer Instinct is 
a significantly watered down eye 
feast to it's powerful parent, 
gameplay can be deemed arcade 
perfect, with the key factor of 
elaborate and highly satisfying 
special moves still providing 
enormous fun and the inclusion 
of all the arcade characters, from 
Jago and Fulgore to Riptor and 
Sabrewulf offering significant 
compensation. 


Fulgore and Glacius take a break from 


the fighting and go for a waitz! 


OO^Z^OTHUNDEI 


ORCHID OOOOOO 






Sabrewulf gives Combo a taste of his halitosis 

Just as DKC shamelessly ripped 
off ideas and, indeed, unique gameplay riffs 
from the Mario collection, so Rare have plun¬ 
dered the beat-'em-up archives to deliver a 
combat game that, arguably, trounces all of 
its illustrious stable mates. Contact is crisp 
and satisfying, with extensive play 

. I rewarding a whole host of special 

moves, blocks and magical combos 
that are a joy to discover. The real key 
to the arcade games' success was the 
learning of the preposterous 22-hit 
combos, along with the brilliant combo 
breaker, the novice's only chance to 
escape serious damage from a sea¬ 
soned pro and their retention in this 
version means that arcade affectiona- 
dos can learn all those elaborate con¬ 
figurations again on the SNES pad. In 
fact, the more you play, the better the 
game starts to look, as you spot small 
touches that remind you this is a Rare 
game after all. The shimmering reflec¬ 
tions of the fighters weren’t even avail¬ 
able in the arcade version, so SNES 
fans can enjoy these with some smug- 
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Killer Instinct is / 

the best package — ^ V 

put together for your 
humble Nintendo since... 
well, since Donkey Kong Country. 
True I haven’t seen the arcade ver¬ 
sion, so I can’t really say how well it 
shapes up to it’s elusive dad, but 
this blew me away with it’s ace 
graphics and neat touches. From 
the brilliant rendered stills to the 
fab special moves and gruesome 
fatalities, this had me begging for 
more. Forget your Virtue Fighters 
and Tekkens, Killer Instinct wipes 
the floor with both of them, mainly 
through the brilliant combos which 
will have you pounding your pad for 
weeks and months to come and 
hugely varied fighters, each capable 
of a wealth of extravagant special 
moves that provide a real kick when 
pulled off. Even more satisfying 
than SSFII Turbo, this sets the stan¬ 
dard for beat-’em-ups everywhere, 
with great action and superbly 
designed characters to experiment 
with. Top notch sound and atmos¬ 
pheric backgrounds are just the 
icing on the cake of this definitive 
title, and I have no hesitation in urg¬ 
ing you to save your pennies and 
get down to the shops as soon as 
this killer ’app is available. Anyone 
in mourning for the dirge of top 
software over the summer will be 
ecstatic that those champs at 
Nintendo have come up trumps 
again, and I reckon that I should be 
playing this mother of all beat-’em- 
ups right up until the Ultra 64 finally 
gets here. If Rare can exploit the 
power of that 64Bit monster as bril¬ 
liantly a they’ve stretched the SNES, 
there’s no doubt in my mind that 
there’s only going to be one 
machine worth buying in this next 
generation war. No-one does it like 
Nintendo, and if you don’t believe 
me, get hold of Killer Instinct. You 
won’t regret it for an instant. Time 
Warner better take note, they’re 
going to have to pull out all the 
stops on their 24Meg monster 
primal Rage to top this. 


HAYDEN 




orchid 


ty to define the colour 
palette for each charac¬ 
ter. A lot of flashy opti- 
cals are saved for special 
move routines as well, 
such as Glacius’ impres¬ 
sive Liquidise and 
there’s no doubt that the 
initial disappointment 
V soon transmutes to 

enraptured addiction as 

^ the neat visual tweaks 

without a car turn- 

and strong game 
engine draw you in. 

and Inevitably, two-player games are a lot 
rie more fun, but the sophistication of the 
characters plus all those fatalities to 
discover mean that solo play is chal- 
llax lenging and fun in it’s own right, and 
aili- the generous amount of gore and 


00^000 CINDER 
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Special Moves 


023230 SABREWULF 


PRESS START 


PRODUCER 


par V • - - ^ ^ w 

OIZC^IOIO p 

PRICE 


GAME TYPE 


0iBT-J| M-UP 
CART SIZE 


hyper-violence, whilst very 
non-Nintendo, is very enjoy¬ 
able. 

After a few hours play 
then, you can't help but feel 0 

Nintendo can do no wrong. ^ 

True, Killer Instinct can’t real¬ 
ly compete with the powerful 
Virtua Fighter on Saturn, or 
the breathtaking (and true * 

3D) Tekken on PlayStation, 
but Rare have invested enough time 
and thought to provide a genuine con¬ 
tender for beat-’em fanatics uninterest 
ed in the 3D combat scene. And the 
Nintendo stamp is as authoritative as 
ever, with truly sublime presentation 
and sonics to make the experience 
completely convincing. With Diddy 
Kong’s Quest and Yoshi’s Island over 
the next year (although it will be inter¬ 
esting to see whether the fabulous 
gameplay of the latter will still be able 
to capture the imagination of 


CONTROLS 


players thirsting for ACM miracles), 
Nintendo may just succeed in winning 
the console war before they even 
launch their contender. Certainly, with 
Rare in their court, few can doubt the 
impact Ultra 64 will make when it final¬ 
ly arrives. Until then, keep your SNES, 
and get hold of Killer Instinct, another 
example of why Nintendo command 
such respect and affection across the 
world. It doesn’t convince as magnifi¬ 
cently as DKC, and Rares’ trans- 
^ formation from gameplay and 
graphic innovators in the 80’s to 
gloss pioneers in the 90’s is 
slightly depressing, but you’ll be 
hard pushed to get a better beat- 
^ ’em-up this year. The only, hum¬ 
ble suggestion I might make to 
. the Japanese giants is that they 
A cajole Rare into developing a 

a few Virtual Boy titles. Silicon 
Graphics in real 3D? It’s got to 
be done, and by God, the Virtual 
Boy needs a better flagship 
title than Mario's Dream 
Tennis... 


RATINGS 


GRAPHICS 


65 /^lUJHDERO^^X 


GAMEPI 


LONGE 


OVERALL 


Thunder admits defeat and bows to the 
might of Fuigore. 


































Having already af%U jffll'i'X 

feasted our JUIw 

Gameboy version and been RMnMKI 

pleasantly surprised by if s amus- 
ing animation and strangely addic- 
tive gameplay, we had some fair- v 

sized expectations for the big brother 
version. Could Infogrames ‘Obelix’ be a surprise 
autumn hit? Unfortunately not, the slow, methodi¬ 
cal plodding along and irritating controls let this 
game down before it can ever really get started. 

In case you haven’t read the Game Boy review 
yet, the plot is simple enough. Caesar’s getting 
peeved-off with Obelix and Co and decides to 
build a great palisade around their tiny _ 
village in Gaul. Presumably called j ^ 

Caesars wall, or something, ifs sup- 
posed to keep the villagers trapped-in r 
so that they can’t cause any more trou- f 
ble. Ha ha, that’s what you think ] 

Caesar, me old matey! Obelix and his | 
pocket-sized buddy, Asterix, have 
other ideas. They make a bet with the 
Roman-nosed leader that, no matter 
how hard he tries to stop them, they ! 
could travel across the length and } 
breadth of the Roman empire whenev- ' 

er they wish. Caesar foolishly accepts ^ _ 

and the adventure begins. 

Our slightly large-ish hero has to travel to 
Britain, Switzerland, Greece, Spain and Egypt i 
in his attempt to win the bet. Spread over 25 f 
soldier-filled levels this proves to be an easi- I 
er feat than even our indomitable Obelix 1 

could have expected. The levels are just too 1 
similar and the baddies too predictable to cause 
any trouble for a serious gamer. Even the faint¬ 
hearted can take this game in their stride, an 
three difficulty settings and a password » 
feature seeing to that. It all means even the wSm 
crummiest players should be able to com- 
plete this game in no great length of time. 
Whether that's good, or bad is up to the pH 
individual, I suppose. As far as I’m con- 
cerned though, anything that can be fin- p-j 
ished in a good, solid days playing can’t be 
much kop. la 

Undoubtedly aimed at the younger 
viewer, Obelix proceeds at an agonizing- 
ly slow pace and even a tortoise would iJl 
probably beat our hero across the |ja 

screen. Add to this the fact that nearly |H 
every level is exactly the same as the iH| 

one before (oh, except for the different ■ 
backgrounds) and you have quite a 
depressingly, monotonous game that '[■■ 

will drive the saner members of the : wU 

gaming world mad with frustration. I Wr 

Ifs not all doom and gloom for our ® 

Gallic potion-taking, soldier battering - 


get to a lavvy soon my 
trousers are gonna blo\ 


Crikey 


^ ma B/um KT'85 
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RELEASED 
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GAME TYPE 



PLATFORMER 



CART SIZE 




FEATURES 

..r- 

PASSWORDS 



li._ 

CONTROLS 


RATINGS 


friends though. Obelix does have a few 
interesting touches, although never 
enough to drag it outa the mire the 
clumsiness of the gameplay gets it into. 
Most noticeably the graphics really cap¬ 
ture the comic-book feel. Obelix and 
Asterix, in particular, are attractive and 
amusing to watch. The entertaining sub¬ 
games, like the rugby match and 
Olympics, also give the game some 
added appeal. On the whole though, this 
game lacks enough action and variety 
to make it a worthy platformer for any¬ 
one, other than devout fans of the 
comic, to add to their collection. It*s 
basically a very repetitive and slow 
Mario-style platformer that looks well 
dated in a post DKC games world. 


I dunno what’s the 
matter wiv ol’ 

Jonno these days but 
he seems to have turned 
into a right old sour-puss. I never 
followed the exploits of the rotund 
Gaul meself but this is a jolly 
enough little platformer as it goes. 
The graphics have a really strong 
cartoon feel as the lardy one biffs 
and bounces his way from one 
delightfully drawn level to the next. 
It’d be foolish to say this’ll have 
gamers drooling at the mouth and 
is probably more suited to younger 
players but there’s so much to see 
you just have to get onto the next 
level. Before you know it you’ll be 
wearing a horned helmet and eating 
croissants for breakfast! 
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The Rage is here! 

Jurassic Park meets 
Mortal Kombat in the 
greatest coin-op sensation of the year. ■■ 'M 

Towering prehistoric beasts battle for 
world supremacy across the continents , V 

of a primeval globe. Who will live to rule the . 

new Urth (’swot it sez ’ere)!? 

There are seven mighty combatants to choose 
from. Blizzard is undoubtedly an ancestor of the ^ ^ 

great ape King Kong, a mighty simeon from the arctic 
wastes of the north. 109 

Talon looks like he’s from a lower weight division 
than the others but his speed often gives him the 
edge over larger, clumsier opponents. Diablo is per- 
haps the most intimidating of the lot. A fire-breathing 
T-Rex look-a-like living amid lava flows and tough enough to 
stand the constant volcanic activity of his home land. In com¬ 
parison the battles are probably more like a stroll in the park 
for him. Armadon, as his name suggests, is a tough customer 
to hurt. His body is covered in lethal spikes. Watch out for his 

deadly rolling 

_^ attack. Chaos 

V Is a smaller 

relation of 
Blizzard from 
a warmer cli¬ 


mate. He’s not the kind of guy ^^31^ 

you’d want at a respectable din- ^ - 

ner party mind you. Special 

moves include vomiting and 

blowing off. I kid you not! '-T ^ 

Sauron bears a strong resem- *' ~ ^ 

blance to Diablo but relies on 
brute power from his bone-crunching spe¬ 
cials rather than Diablo’s fire-breathing abilities. Last but not 
least come Vertigo. His long neck and tail give him great 
reach meaning he can pick off his opponents while staying 
safely out of punching range. A very tricky customer, even on 
the lower skill levels. 

The obvious and oft-quoted comment when a new beat- 
’em-up rolls up on the SNES is do we really need yet anoth¬ 
er? They all follow the same format. Take on each of the 
adversaries against their own unique back-drop while learn¬ 
ing all the special moves and unique fighting styles of each 
character. That said, this one is quite unique if only for the 
characters themselves. The dinos make a hugely welcome 
change from the usual dullard mix of martial artists and fist 
fighters. Their huge chomping teeth and blood-curdling raws 
are way more satisfying than the comparitively feeble effect 
of someone having their nose broken. Pah! 

In keeping with the nature of the characters, the special 
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you mil be! 


moves are very impressive. 

There are eight to ten for each - ^ * 

character but the way they're ^ ^ f i i ^ 

accessed is slightly different to y ^ 

yNhaX Mortal Kombat/SF2 yeXer- 

ans might be used to. The com- • ^ 

plex D-pad sequences remain _ 

but no longer do you have to .. • 

time your button presses. Instead 

you hold down a series of buttons while moving the pad. It’s feels a bit odd at 
first but it makes the moves far easier to pull off. This doesn’t detract from the 
longevity because there are so many more to learn. They’re also more complex 
than any seen before but the ease with which they can be activated cancels 
any possible frustrations. It makes more sense when you play, honest! 

There are all the usual bonuses 
^ for combos and even /IfK-style 

finishing moves unique to each 
character. A novel feature are 
the human beings who watch the 

" bouts. Instead of just being 

- ^ awarded points, every time you 

win a fight your number of wor- 
. shippers’ increases. A few of 

these supporters come to spur 
-rr ' ^ on on fight-night but should 

they inadvertantly wander Into 
battle arena a quick button 
sequence sees your protaganist 

A Toasted Dinosaur anyone? Sure beats going grab the unfortunate homo-sapi- 

down the chippie! 


HAYDEN 


Primal Rage eh? 

Well, errm, yes it’s 
Primal certainly, 
and I can envisage a 
great deal of people get¬ 
ting in a rage with it, especially 
when they get their primal butts 
kicked by someone like Miles. I 
mean, how embarrassing... 

It’s all too similar to things that 
have been and gone I’m afraid. In an 
objective way, I concede that many, 
many people love this kind of blood¬ 
thirsty carnage. This time it’s pre¬ 
historic creatures, in the past it’s 
been homo-sapiens, but at the end 
of the day it’s all the same violent 
nonsense. 
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Originating [ ////^ ^ ^ \ 

from the V /f 

same dusty \ T/ 

halls and sea- 
side resorts from 
which SF2 and MK first appeared, 
Primal Rage is another arcade beat- 
em-up destined for classic status. 

Admittedly, at first it comes 
across as a bit slow and limited, but 
as soon as a few of the special 
moves have been sussed out it real¬ 
ly explodes into life. The sheer num¬ 
ber of these moves and the quality 
and speed with which they can be 
executed is truly awesome. 

For monster sized beat-em-up 
action. Primal Rage is one of the 
best around. In fact I’d go so far as 
to say, I think it’s better than SF and 
MK, Call me a stupid ol’ git, hate 
me, jeer me, but that’s what I reckon 
and I’m gonna stick to it! So there! 


en and guzzle him down with glee. As a result some 
of your energy is replenished but impecablo timing 
is required to manage it successfully amid the heat 
of battle. 

Fifteen skill levels is plenty to keep you busy in 
one player mode but as always it’s with two players 
that most enjoyment is to be had. 

Obviously the sprites have had to lose a few 
frames of animation from the arcade machine but 
they still move with great fluidity and realism. The 
backgrounds however have a tendency to look a tad 
washed out and lacking In animation. The 
main drawback beat-’em-up fans might find 
is the limited number of characters to 1 ^ 

choose from. Alongside the 12 of Mortal 
Kombat 2 and Super Street Fighter ’s 16, 
seven iookes a bit paltry. However, as I said 
before the sheer number of special moves 
for each one means it'll take just as long to 
master every character. 

Primal Rage succeeds in that all Impor- 
tant area of actually adding something to 
the genre rather than just falling into line 
behind all the others. Not perhaps in terms 
of innovative gameplay but in its concept. 

The long extinct creatures are brought 
vividly to life by the stunning graphical 
techniques and moody FX to earn hearty 
recomendation. It’s different enough from 
the crowd to make it a worthwhile addition 
to your beat-’em-up collection and a stun- 
ning game in its own right. Polished, and 
jaw-crunchingly addictive. 
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I JUST HAVE TO HAVE THIS MASAZ INE EVERY MCNTH 


■ lb misiira ttnit you n«««r miss out on UK^ Umumte Qttnws BiMtt, toMT this 

form out onJ humi it to your n o w s oa o n t . 


PLEASE RESERVE A REGULAR COPY OF 
GAMES WORLO: THE MAGAZINE FOR: 

Name. 

Address. 


Postcode 
Tel:. 


Alternatively, call our subscriptions depart¬ 
ment on: 

01202 780578 

And have Games World: The Magazine deliv¬ 
ered to your door every month for a whole year 
for only £30.00. It’s a must! 

Games World: The Magazine is available on the last 
Thursday of every month, priced £2.50. It is produced by 
the utterly brilliant Paragon Publishing Ltd (01202 299900) 
and distributed by Seymour International Press (081 679 
1899). 
















country players have to complete several levels, or 'acts' and 
then finish a special game. The levels are very basic in prin¬ 
ciple, like the old Mario games, and very simplistic. Whilst 
this may be good for kids, the more challenge orientated 
gamer will only find it frustrating. The lack of variety also lets 
it down. With a limited number of baddies, only two attack 
moves and very similar levels, the game quickly becomes 
extremely monoto¬ 
nous. It's also very 
easy which even I 

three difficulty set- | IHIVBS ifl 

tings and 22 do little 

The only thing 

that “P 'P* ■ ^i'.a 


Everyone'S - 

favourite Gauls ■ 

are back for yet ' 

another soldier 
bashing sesh in 

Infogrames latest release, the imaginatively titled 
Obelix. For so long, our pleasantly-plump super 
hero friend has had to live in the shadow of 
Asterix (which, looking at the size of him, must 
have been pretty hard), but now we can revel in 
his antics as we follow him on his travels across 
Europe fighting the Romans, helping friends and 
collecting souvenirs for Caesar. 

When Caesar decides the best way to keep the 
pesky Gauls under 


Another too A at 
OboHx! 


control and out of trouble is 

to build a huge pallisade ^gE 

around the village, Obelix 

and Asterix make a bet with 

him that, no matter how hard 

he tries to stop them, they 

can travel the length and breadth of the mighty 

Roman empire whenever they choose. Caesar 

accepts the bet and asks for proof, in the form of 

souvenirs, from every country they visit. 

So with the blessing of Vital Statistix, the vil¬ 
lage leader and a few wise words from their druid 
friend Getafix, Obelix and Asterix set off on an 
adventure that relies heavily on the comic char¬ 
acters and plenty of soldier bashing to see it 
through. 

The game involves visiting four countries, 
Britain, Switzerland, Greece and Spain. In each 
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What’s this that’s r^\n 
just sneaked it’s 

way on to my ^ 

desk. Why it’s Obelix 
on the Game Boy. Yes, 
another small screen spin-off from 
the Asterix cartoon adventures for 
me to run my beady little eyes over. 

Well, what can I say? 

Surprisingly, it’s another standard 
little platformer which has you a 
leapin’ and a jumpin’ around the 
Roman Empire and, as these games 
go, it’s alright. It’s not going to win 
any awards for groundbreaking 
ideas but it’s got some standard 
gaming facets to briefly entertain 
the platform fans. 

But at the end of the day, when 
all’s said and done, when it comes 
down to it, when the dust has set¬ 
tled an’ all that, it’s ail a bit cheesy 
really, and a little too Mar/o-esque 
for me. 


finish at the end of each 
country. 

a rugby match, 

safe Spain 

a in 

Greece, what else 

could it be, but the ^ . i ) ' 

Olympics. These ^ 

games-within-a-game 
only account for a tiny 
part of the action, but 
are by far the most 
amusing and chalieng- 
part. 

One sav- 

ing graces that it’s won- 
derfuily attractive look 
at. The main sprites 
Obelix and Asterix must 
rank as good as any (and 
better than the 

backgrounds are pretty, 

without being distracting z. 

the 

a shame 

it is wasted on such 
unimaginitive gameplay! 

With the chance to 

play Obelix, or Asterix, it’s is definately well worth checking if 
you’re a fan of the comic. If you’re just a platform junkie though 
looking to satisfy your habit, then look 
elsewhere. There’s better platformers 
out there. 


HAYDEN 
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Dirty work Is afoot, some whore out there amitt the Dark anti mysterious 
worU of Mega City 4. 

Judge Dr egg, the meau, mooDy aud dowuright merciless law- 
eutorcemeut hero of the comic-hooks, is facing up to the 

toughest challenge of his outrageously violent _IT^ 

crime-husdng career. 

Dredd will carry out his duty no matter what, 
and he'd bring criminals to hooks any way and 
anyhow he deems suitahie. He's a ruthless and 
coid-hiooded cop, who gets resutts. Dut his 
enthusiasm and etDciency on the street, I ^ 

doesn't suit everyone, and now someone is | ^ 

out to get him... it they can. V IF®®*******^^ 

Anyway, we'd hotter shut up now, and get IfH Jj 

on with the Joh in hand, which is, of course, " " 

to bring you the bestist tips around tor this 
platform shoot-em up extravaganza... 


HeavDDly HavDD 1 





Well, this isn1 the sort of Heavenly Haven that we’re used to, but nevertheless... 

It’s a pretty straightforward level which gives you a chance to ease 
yourself into the game. The object of the exercise is to destroy all the 
Ammunition supplies, and arrest (or kill) any perps you come across. One of the more 
tricky bits comes about halfway through. You’ll come to a wall you need to destroy 

with a bomb in order to get past. Then you’ll descend a 
ramp where you’ll meet the archetypal bad-guy. He’s 
standing near a crate, which you need the services of. 

So take care in dealing with him. Use your fist if you can. 

Once he’s gone, push the crate against the wall to the right where it’ll provide vital assis¬ 
tance in getting over the wall. Without the crate, access to this area, which is home to lots 
of lovely bonuses, is impossible. Always ensure you shoot all bins and crates as they will 
often conceal a handy bonus icon ~ often vital when your energy’s running low. When you come up against one of the 
guys in a full-length white coat and shades armed with a pump-action shotgun, shoot him with the rubber-bullets. One 
hit and he’ll surrender. Another handy hint to stand you in good stead throughout the game is to make sure you keep an 
eye out for what look like air-conditioning vents. The grilles will rotate, and allow hot-air to billow out, giving Dredd a 
nasty burn. When you come to a section where smoke (or is it gas?) rises from the floor, just jump up and grab the ceil¬ 
ing, before moving across hand over hand. 



Heavealy Haven 2 


Yes, there’s more of the same to delight you all, although this section is perhaps a little 
more complex than the first. Just as you descend the first ladders, jump up and to the left, 
where you’ll be able to grab the ceiling, and scurry across to two of the blue bonus crates. 
Next go down a level where you’ll find the first three ammunition crates you need to destroy. 
You’ll find another bonus crate to your right. As in the first level, it’s important that you don’t 
destroy it as you need it to help you gain enough height in jumping to reach other bonus 



H crates. Push it to the right, under the ledge above your head, and away you go. The rest of the level is pretty straightfor¬ 
ward. As you approach the lowest level there’s a hatch marked ’G’. Keep an eye on it, as every few seconds it opens up and 
releases a heap of garbage, which depletes Dredd’s energy if he comes into contact. 

Once down in the basement^ walk to the right and the floor will collapse beneath your 
feet. Brace yourself, because this is where you’ve got to battle your first Boss! Actually, if 
I I the truth be known, he’s a bit of a lightweight, and it shouldn’t take you very long at ail to 
i get rid of him. Just use one of the barrels as cover and keep firing at him. He’ll throw 
I Molotov cocktails at you, but if you keep firing at him, he will soon tire of his childish 
i games. Don’t worry too much about your energy bar being depleted, as once you’ve 
V destroyed him, you’ll come across a bonus crate which contains an energy boosting heart. 

iHPi 
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Aspen Pena! Colony 1 

Right we*re off to the clink now, as Dredd tries to 
put paid to a riot in the penal colony. First of all 
you’ll walk along a corridor until you reach a securi¬ 
ty door. Beyond that door, you’ll find the first cell- 
block. Go up to the top landing, and to the left 
you’ll see a wall with *B-Wing’ written on it. This 
you can walk through, and beyond are a number of 

bonus items;! 


The best tip here is don’t get involved in one-on-one fights 
with the marauding prisoners, because they really are *hard- 
ened’ criminals. The best method of dealing with them is to 
shoot at them rapidly, then as they prepare to throw a knife 
at you, run in the opposite direction. Repeat this until 
they’re eliminated. 

Also, it’s really important to remember to activate each of 
the security doors, done by approaching each of the computer terminals you come 
across. Otherwise you’ll have to go back over terrain 
you’ve already covered, so do it as you see them. The 
Terminal Menu’ will also tell you how many more security 
doors you need to close. 

Once you’ve found, and activated the second terminal, walk through the wall to the 
left, where you’ll find another terminal. This one isn’t one of the five terminals you 
need to activate. Instead you need to destroy it, using a rocket, which will disable an 
electricity charged barrier up ahead, and allow you to collect a few handy bonus items 
such as a Shield and a Heart. When you collect them however, you want to nip in and 
out pretty smartish as a really nasty looking ‘thing’ drops down from the ceiling, and whips you backward with it’s anten¬ 
na. It’s real scary stuff, and I for one won’t be going back in there (Lightweight — Ed)! 



Aspen Pena! Colony 2 

If you thought the first section of the penal colony was 
tricky, this is even more so, as we navigate our way 

through the depths of 
Aspen in the shape of 
the sewers — nice! 
Firstly don’t worry 
about getting your feet 
wet, just take the 
plunge and wade 
through the ‘orrible 
green water, although when you see great gungy looking 
drips falling from the ceiling avoid^them at all costs. 

You’ll have to work your way down until you reach the 
underground section below the colony. Make your way to 
the right, looking for entrances back into different sec¬ 
tions of the sewer, each contain terminals, enemies and 
fbonus items, so you’ll need to explore everything very 
thoroughly. 

In the third section, 

I there’s a Shield and a 
heart to be found. 

You’ll have to defeat 
one of the trench-coat 
hoodlums and drop 
down into a small 
; room containing a terminal. Beyond the wall to the left 
, you’ll be able to see the Shield and the Heart. Now 
I crouch down and crawl through the wall to collect them 
f — simple eh? 



■ 


Aspen Pena! Colony 3 


There’s not a great deal in 
this section that you can’t 
handle if you’ve got this far. 

It’s just more of the same 
— activating the terminals 
and getting the Perps, one 
way or another. The good 

news is there’s a hidden area in which you’ll find a 
Password Disk. Go right along the corridor until you 

reach the cell block. Jump 
up on to the first platform 
and climb up the ladder. 

Go left, activate the termi¬ 
nal, and then go to the wall 
to your left. Now jump up 
and left at the same time 
and you can pass through the wall. 

The main thing of note here is the boss at the end. Go 
left immediately, passing under the elevator from where 
he’s launching his attack, and collect the heart to boost 
your energy bar. Now leap up, onto the moving platform 
; [ and just keep firing at him as you move up and down. As 
\ I with the boss in Heavenly Haven, he will cause you dam- 
^ age but he’ll be the first to fade. Once you’ve destroyed 
him you’ll find a heart anyway. If you have any other 
^ peapons in your armoury you may want to speed things 

a up, by jettisoning them in his direction. If your energy 
bar is getting low then try to dodge his missiles as much 
as possible. 































































Well, Dredd was heading back to 
the Aspen Penal Colony, only 
this time he was an inmate after 
being framed for the murder of 
Vardis Hammond. You know 
Vardis, he used to sit next to you 
in History. Anyway, as luck would have it, the shuttle carrying the 
convicted Dredd to gaol, crashed. Now he finds himself on the 
Cursed Earth level... 

A couple of new adversaries turn up on this level, including new 
age travellers armed it seems with large blades of grass and what 
look like Stormtroopers, armed to the teeth. The most effective way to 
get rid of either, is to throw a bomb at them. That’ll sort out the men 
from the boys. 

The main danger on this section seem to be the large puddles. Don’t 

step into them as this will deplete your 
energy. Jump over them instead. 

Your objective is to seek out Judge 
Fargo. You’ll find him reclining in a 
rather plush armchair. I bet he wishes 

I ' you hadn’t turned up because as soon 
-V as you approach him, your primary 

-- ■■■- ,J objective is completed. He promptly 


drops down dead. Once you’ve found him though, you want to make 
your way up, and to the right. 

If you come across walls blocking your path, just lob a well-aimed 
bomb, and you’ll soon gain passage. 


As with the 
first section of 
the Cursed 
Earth, this is 
all pretty 
straightfor¬ 
ward and there isn’t a greaf deal here to tax 
you unduly. The only really challenging bit, 
is'the boss at the end. However, if you keep 
your head, this should prove to be quite sim¬ 
ple. Ideally, you want a full energy bar when 
you confront him, and plenty of bombs. 

Stand on the little ledge to the left-hand side, 
land when he approaches you, lob those 
bombs! When he comes really close boulders 
will fly so keep jumping up and down on the 
ledge to avoid them. If ancf when you run out 
of bombs, wait until he moves away before 
dropping down and shooting him. when he 
heads back toward you, get back up on the 
ledge and wait until he moves away again, 
before the resumption of your shooting. 

When he’s defeatedjyou can get your hands 
on the book of law. 


Mega-Cttv One 1 






Having found the evidence that can get him off the hook, Dredd must now return to 
the city to clear his name. His primary objective is to arm himself by destroying the 
ammunition supplies, so look out dudes and perps. 

There are lots of areas in this section that look 
inaccessible but aren’t! Always see if you can 
walk through the walls and you’ll be surprised 
how much success you’ll have. 

From the beginning you’ll have to go to the right, and you’ll come to an area with 
three manhole covers. Unfortunately only one of them is open. Go down the open one 
and as you descend you’ll see a room to your left which houses three rather handy 
bonus items. Now go down, then to the left, up and back to the right to approach this 
room from the other side. Crouch down and crawl into the room to grab the goodies. 

Don’t worry if you’re not doing very well getting armed up as all the crates which contain ammunition supplies are at 
the top of this level. 




Mega-City One 2 






Things are getting a bit tougher now, but let’s face it, that’s the way we like it. 

Now of course, Dredd is armed with lots of new types of weapons which is just as well 
with the amount of thugs he’s going to come up against in this level. 

There’s a glass-covered walkway that you’ll come across on 
the left-hand side of the level. At the end there’s a bin which 
when destroyed, will award you with a Shield — HoorahUI 


There’s another Shield to be collected later on In the level. When you reach the bottom of 
the level you’ll pass through another glass-covered walkway. Onc9you exff you’ll see a 
rocket-platform which will whisk Dredd upwards. Go to the left, and you’ll come across the 
barrels of ammunition supplies. Once you’ve destroyed them and collected all the weapons, 
return to where you first found the rocket-platform and you’ll find another one. Now take it up In the same sort of direc¬ 
tion, and you’ll see a blue bonus crate which contains the shield. 
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Council Chambers 1 


The main thing to remember here is not to kill any of the perps strolling^around 
the corridors. Either shoot them once with your gun, or throw a bomb at the 
Stormtroopers and they’ll surrender. 

You also want to try and find the Security door passes scattered around the level. 

These allow you access to area^that you 
would otherwise be unable to reach. 
Otherwise there is little to worry about 
in the section. Use the travel-tubes to 
get to each area and thef^ guide you 
through — simple! 

't' 


Aboard the 
Lawmaster 

Did we say one hell of a ride? Well we 
lied — the ride on the La||rmaster is 
about as exciting as sit^g on a chair! 
Simply train your sightsjpn the other 
bikes in pursuit, and blast 'em. If you 
miss one and It comes around for a 
close-in attack, simply get ready with 
the kick button. Also make sure to you 
[ [keep an eye on any missiles fired at 
you. That’s really about all we can tell 
^ou aboufthe Lawmaster experience. 


Council Chambers 2 1 

Havfng made it to the Council 
Chamber, Dredd now has to get 
into the thick of the action. A mas- 
sacr^is taking places and Judges 
are being killed, probably by Rico, 
the man who tried to frame Dredd. 
Nov^that becomes Dredd’s prima¬ 
ry objective, to locate Rico using 
the Council’s Central Control. All 
you have to do is locate the 
Central terminal before moving on to the ‘Exit’. 

Remember to tal^great care not to kill any of the perps by using either 
the gun or bombs to force them 


into submission. 

Again, the travel-tubes will more 
or less lead you in the direction 
you need to go. When you reach 
the end of the level, get ready for 
one hell of a ride. 




no statue 
of liberty 


Your primary and sole 
objective here is to destroy 
all the ABC Warbots guard¬ 
ing the inner lab area of 
the statue. This, despite 
the fact they look quite for¬ 
midable, is quite simple. 

All you need to do is use 
the right weapon, the High 
Explosive Missile. Only shoot at them when they’re facing you. Two shots is 
all it takes to see them off, although you should try to avoid being hit by the 
missiles they fire irf response. 
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ne Janus Lab 1 

Getting around with ease in 
this level... isn’t easy! When 
you enter the confines of what 
looks like a turret, you aim’s to 
find a lift. By a simple process of elimination, ie pressing 
up or down, Dredd will move accordingly. Take care 
though, because there are hidden crushers inside some 
of them, waiting to make Judge sludge! So keep your 
eyes peeled. 

There are also floating platforms to help you get 
around, but when you pass one of those horrid gas jets 
either duck or jump to avoid damage. 

%hem ’orribm looking things, similar to skeletons, can 
be destroyed with just one bomb so don’t waste valuable 

time trying to gun them into 
oblivion. 

The primary objective is again 
to destroy the ABC Warbots, 
so go to it! You may have a bit 
of trouble finding enough of 
I the special missiles which are so effective on the 
PVarbots. However, when you do find the right icon lying 
i on a small ledge, collect it, go off-screen and then return 
* and it should have re-appl|ared for you to collect again. 


: Atop the Statue 

Now Dredd is back on top. 

The powers that be at the 
Council have discovered 
Rico’s plan, and all charges 
j against our hero have been 
dropped. Now his primary objectivijs to stop Rico... 
i that’s all. 

I Rico is on top of the statue with Dredd hot on his 
heels. This is very simple. All you have to do is move 
around the level until you meet Rico. As Dredd’s genetic 
twin, you’ll find out he’s more than a match for the 
Judge. This is really tricky, but there is a way to get it 
done. When you meet him head-to-head as it were, rain a 
few kicks in on him, and he’ll float off. Now the fun 
starts. The best method is to drop down a couple of 
; ledges where you can get kicks in on him when he 
' comes too near. Concentrate on doing this and collect- 
i ing the stars he drops. Try to collect about fifteen of 
J them. All the while he’ll be trying to shoot at you and 
bomb you, so keep moving but make sure you keep get¬ 
ting kicks in. If you have weapons, you can use them to 
harm him, but the most effec¬ 
tive method is to kick. When 
you have a collection of 
stars, return to the ledge 
where you first met Rico and 
stand facing to the left. When 
he comes in close, shoot him 
with the star weapon. Keep 
doing this, trying to be as 
accurate as possible, anc(you 
should soon be rid of himL 







Janus Lab 2 


This time your primary task 
is to de-activate all the com¬ 
puter terminals to stop the 
cloning operation, and the 
secoi^ry task is to destroy 
the cloning tubes them¬ 
selves which is where those 
horrid skeleton-like things appear from. Use bombs to 
destroy the cloning tubes which look like pods. 

' 1^ ^There are a few Warbots to deal with, but otherwise it’s 
I all quite straightforward. 

Perhaps the main problem is 
the fact it’s hard to find 
enough of the special mis¬ 
siles to destroy the Warbots, 
but if you look around they’ll 
turn up. 


Sewer System 

Right, we’re nearly there, so 
keep going. 

Again this level is very 
straightforward, and doesn’t 
really have anything you 
haven’t already dealt with at some point during the 
game. The primary objective is to destroy the Gila Munja 
and the secondary is to arrest or sentence all perps. You 
come across some steel supports that seem impassable, 
but you can blast them away with a bomb, simple. 

The main problem will be the bosf at the end of the level 
in the shape of one of the Gila Munja riding a rather ugly 
looking creature. This is again quite tricky, but if you stay 
on the ledge above the 'Exit’ as much as possible, it 
should be easier. When the creature appears on the ledge 

to your left, use the weapons 
you have on him, but watch 
for when he leaps onto your 
ledge. As soon as he does 
so, drop down to the floor, 
and keep bombarding him 
with your firepower. As he 





m 



drops to the floor, leap over him and get back onto the 
ledge. When the creature is on the floor and you’re above 
a few well judges bombs can do a lot of damage. Keep 
:€hanging between the ledge and the floor and he should 
have his tail between his legs in no time. If you’re in need 
of energy, there’s a heart on the floor, to the left. 


Back to ate Janus Lab 







Remember those new-age travellers we encountered on the 
Cursed Earth? Well, they’re back, and they’re trying to invade 
Mega-City One via the sewers under the Janus lab. Amongst 
their friends they’re actually known as the Gila Munja. So 
now that Dredd has been restored to his rightful position in the Justice stakes, he’s 
been called upon to rid the city of these pests. This is real bread and butter stuff for 
Dredd, but hey, a job’s a job. We know we’ve said it before, but this really is straight¬ 
forward, just take your time and you shouldn’t have any problems at all. 



































RC4 Processing Center 1 

Oh dear! There’s trouble brewing at the RC4 
Processing Plant. Some of the workers are prisoners 
from the Aspen Penal Colony and they’ve taken some 

of the other workers 
hostage. They’re 
threatening to conta¬ 
minate Mega-City One 
with the highly toxic 
RC4. 

Dredd’s primary 
objective is to locate 
and destroy the canisters of RC4i and his secondary is 
to release the hostages. 

^ This is new terrain, and makes a pleasant change from 
seeing the inside of the Janus Lab and the Penal Colony. 
The most testing bits are when Dredd has to negotiate 
the conveyor belts. 

Sometimes they are 
moving against you, 
which makes it pretty 
tricky. There are only 
two eventualities 
when you’re required 
to cross a conveyor 
belt. You will either have to jump off the end, thus land¬ 
ing on another belt or a platform. Or, look up and see if 
there is anything for Dredd to grab hold of which will 
help him make his way across the gap. 

As for hostages, well, you simply have to walk past 
them in order to liberate them. 




.... 

RC4 Processing Center 2 

No rest for the wicked, and Dredd is still very much on the 
case. The objectives are exactly the same as the previous 
level, but this time there are lots and lots of enemies to be 

confronted, and the 
ievei is very large and 
extremely complex. 
There are also a couple 
of hidden entrances 
which will lead you to 
areas where canisters 
as well as bonuses are 
hidden. You have to find them in order to complete the pri¬ 
mary objective. The first can be found soon after you start 
the level. Go left, and keep going, past the cell doors, under 
the crushers and into the section numbered 75. Go across 
the deep shaft, and keep going left^Now go down the lad¬ 
der to the cell marked 48. Go to the right, crouch down 
against the wall and crawl through the wall. Bingo! 

The other hidden area is in sec¬ 
tion 79. When you enter this sec¬ 
tion, go to the right and climb the 
ladder onto the platform above. 

Now run and jump to the right, 
and you can jump through the 
wail to a new bit. 

When you exit section 79, descend two levels on the ladder, 
and go to the left, until you reach the edge of a drop. Here 
you have a choice. You can either step off the edge because 
at the bottom you’ll find lots of goodies, but if you’ve got a 
healthy looking energy bar, look across and you’ll see a rope. 

Leap onto the rope and a little 
further across you’ll see a 
ledge which is home to a cou¬ 
ple of canisters. Above that 
there is a ledge which is 
home to an extra-life Shield 
and a Password Disk. It 
seems you can’t gain access 
to this ledge, but amongst the 
bonuses on the floor is an 
Anti Grav Belt — sorted! 




CRy Tower Riots 1 

Now Dredd makes his way to City Towers to investigai^j^'^ 
because rioting has broken out. The trouble is all down 

to the sky-surfer, so Dredd 
has to arrest or sentence 
him. The main danger 

comes in the form of a drop to oblivion near the begin¬ 
ning of the level. To get rid of the sky-surfer, the best 
weapon^ to use are the armour piercing missiles. 

City Tower Riots 2 

It seems that the chap responsij^le for instigating the riots is a perp known as 
Chopper. Now Dredd sets out to locate and destroy him, as well as arresting and 
sentencing all the other perps involved. This is pretty much the same as the pre¬ 
vious level, although there is a point where you’ll come across a shield on a 
ledge which is really difficult to reach. 

However, it is possible to get it. What you need 
to do is run along the platform which is up and 
to the left. Run along it to the right, leap off the 
edge, and as you drop down you’ll hit the small trampoline thingy. You’ll bounce up to 
the right. As you pass the shield, perform a drop kick, and it’s yours. 

Same as before, except of course you have to battle it with ‘Chopper’. This battle 
takes place in mid-air as you get airborne on a rocket-platform. The theory is very sim¬ 
ple. Try and avoid being hit by Choppers armoury whilst bombarding him with as much heavy weaponary as you have. 
It’s best to try to stay above him in the air, as then you can throw and launch stuff downwards at him. Keep this up, and 
you should soon be king of the skies above City Tower. ____ 


W' 



Sim GAm OCT'85^ 



























TIPS 


Justice One 1 


^TTr" 



Now things are 
beginning to heat 
up with the news 
that all the recent 
troubles have 
been a distraction 
as part of a plot , 
by the Dark \ 
Judges in their 
attempt to get access to the Inter Dimensional Jump 
^vice. This is hidden in a secret location aboard Justice 
One. Dredd’s primary objective is to activate all the secu¬ 
rity systems aboard to prevent the Dark Judges getting 
al^cess. His secondary objective is to clear Justice One 
of ail perps. 

This is quite a tricky level bedeuse there are quite a 
few ABC Warbots around and th§ High Explosive 
I Missiles are in short supply. If you run out of HEMs in 
the early stages, return to the level start to pick up more 
missiles. The steam jets in the floor also present a really 
^ricky obstacle, especially when they’re between the 
Roving conveyor belts. If you watch them though, you’ll 
see they have a pattern, and close every few seconds. 
That’s when you want to make your move. 




Justice One 2 




.‘v j 


There’s just more of the same in this level, although 
you’ll have to be a lot smarter wh^lt comes to explor¬ 
ing and searching what is quite a large level. There are 
yet more of those damned Warbot^to be dealt with, and 
the floors are really 
heavily booby- 
trapped with gas 
jet grilles so watch 
your^tep. 

There’s an extra¬ 
life shield and a 
Pjlisword DisK to 





be found and collected somewhere on this level. From 
the beginning go to the right until you reach a chasm in 
the floor. Drop down the chasm, and you’ll land on a 
rather advanced looking sort of space shuttle. Number 

81, to be exact. Now go 
and stand on the right- 
hand edge of the shut¬ 
tle and wait for a float¬ 
ing platform to come 
and collect you. The 
platform will take you 
to the goodies. 



Justice One 3 


Yes, there’s more jumping, leaping, a hoppin’ and a skippin’ to be 
done as you get to grips with the third and final section of Justice 
One. There’s not a great deal we can tell you, because you’ve dealt 
with all the problems you’ll come across here, in the previous levels. 

There are a few of the electricity charged barriers to be de-activated. 

You remember, blast the terminal on the table to do so. 

Of course, this is the level where you have to find the Inter 
Dimensional Jump Device. Easy when you know how. Once you’ve 
used the floating platform to de-activate the first electricity charged 
barrier, drop down and pass through the barrier. Moving to the right, 
you’ll come to another drop. Drop down into an area where you’ll 
find another of the space shuttles. Again it’s number 81, but that ain’t important right now. Destroy the Warbot and to the 
left of the shuttle, you’ll see a trampoline. Have a bit of a bounce, and leap up to the left where the Boing Bubble and 
High Explosive Missile icons are. Collect them, and from that platform jump up and left, and you’ll come across a secret 
entrance. Go left until you find and collect the IJD - Job done! 

The bad news is the fact that at the end of the level, there’s a really tough boss. Remember that horrid locust-like insect 
you’ve encountered a couple of times already on your journey? Well, it’s him, or her, and she or he isn’t easy to over¬ 
come. Just ensure that you’re well stocked-up with weapons when you reach the showdown point, and use them to weak¬ 
en and destroy it as soon as you can. You can in fact jump over 








it when it approaches you, or walk underneath It when it’s 
scrambling across the ceiling. Try and jump out of the way 
when it looks like it’s going to flick its antenna at you. The 
problem is it moves so erratically, but if you do your very best 
to keep out of it’s way, and you have a good collection of 
weapons, then you should emerge triumphant. 

Once you’ve got the better of our locusty friend, you want to 
head right to the ‘Exit’. But if you want to continue exploring 
the level first, but you can’t find a way back to the rest of the 
level, don’t panic. To the left of the ‘Exit’ there are what look 
like three ladders. Go to the middle one, and jump onto the 
trampoline, and you will be propelled upwards, through the 
floor to the level above. 
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Earth 2 




Oh well. It seems like Judge Dredd has been duped by 
that old scallywag, Judge Death. The IJD device that 
Dredd recovered in the previous level was a fake, and 
Judge Death has headed off to Earth with the original. 
Now Dredd must set off for Earth \n pursuit of Judge 
Death, following him through the Warp Field and into the 
Deadworld. His primary objective is to free the planet 
from the Dark Judges once and fof all. 

This first section on Earth is strofin the park, albeit a 
rather odd looking and eerie park. Search the entire area 
and jjbollect as many of the Doing Bubble icons as you can 
find, because you're going to need plenty later on. 

There’s an extra-life 
shield up for grabs on 
this level. When you’re 
negotiating the boiling, 
bubbling larva floods, 
there are a number of 
platforms above your 
head. Look for the small 
one, where spooky little ghost are emerging from. Clamber 
up onto it using the vine, and stand on the right hand 
edge. Wait for the floating platform, and then go get it. 

When you’ve located the ‘Exit’ point, go down a cou¬ 
ple of ledges until you come across one of those flam¬ 
ing skeletons. Destroy it using'some of the more power¬ 
ful weapons in your inventory, but avoid the flame-balls 
that he fires at you. Once he’s a goner, capture his spirit 
with a Boing Bubble. 

Now Judge Death 
appears, and he’s look¬ 
ing for a fight. Use the 
same method of 
destruction on him, 
again avoiding his 
return of fire in the 
shape of some really horrid and painful looking man- 
traps, but be ready with the Boing Bubble as soon as 
you’ve defeated him. Once his spirit’s in the bubble, 
jump up and touch the bubble. Otherwise you’ll have to 
go through beating him all over again. 

Don’t forget that you only have a primary objective 
here, so if you’ve only got: a lives left, or you’re get¬ 
ting low on weapons andfenergy, there’s no need to 
waste time trying to defe^the smaller and less impor¬ 
tant enemies that you’ll come across. 




The final leg of your long 
and arduous journey has 
begun, and your close to 
a memorable triumph. 

Again spend time 
searching the level, and 
collecting Boing Bubbles and oth^weapons for the big 
finale, and if possible avoid gettin^into any unnecessary 
fights with the less significant foes^that abound in these 
weird surroundings. | 

When you’re satisfied that you’vqcollected all the 
weapons and Boing, beat up one of those chaps in the 
blue suits. If you can get close enough you can preserve 
your weaponry by kicking them, bi||watch your energy 
bar. Once defeated another Judge appears, and it’s time 
to fire off a few salvos. Use the mgre powerful weapons 
to blast him, and don’t try to kick him, because he’ll just 

swipe you away with a 
slap to the face. Jump 
over his head when he 
approaches you, and be 
ready with the boing 
once you get rid of him. 
The boing bubble will 
burst and signal the 
beginning of the next stage of the fight. Now a large hel- 
l^ted skeleton head appears (Mummy, I’m scared). It 
spits fire-balls, mini-skeleton heads and those horrid 
man-trap thingys! Nevertheless, you should soon have 
the beating of him and when yo^do, the spirits of the 
four dark judges will appear. Noj| this next bit is a little 
tricky, but nothing really too much to worry the likes of 
you hardened gamesters. Using the Boing Bubbles you 
have to capture all four of the spirits in a bubble... at the 
same time! The reason that it;s tricky, is the fact that 
after a few seconds the 
bubbles explode, so to 
get all four in bubbles, 
you’ll have to be pretty 
^Ifty, not to mention 
accurate with your boing J 
shooting. Primary object 
tive completed... well 
done! 
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100. High above the desert in the 
mysteriously floating sky garden 
you'll meet the Moon Tribe. 
Remember them from earlier? Talk to 
them then save your position. Ypu’ll 
find a dark space door top left. The 
Tribe tell you to find the crystals in a 
clockwise order. For the purposes of 
these tips we’ll start at the top left. 


103. Once across there are more 
robots to bo dealt with. Also you’ll 
see your first silver worm-like thing. 
Don’t worry — there’s plenty more 
where he came from. Boat the robots 
as before. Notice if you stand right in 
the front of them when they fire their 
arms they’ll miss you. Watch out 
when the worms explode. 


101. Here you going to come up 
against the toughest opponents 
you’ve yet had to fight during the 
course of your travels. The first is 
this blue robot. He can fire rays with 
his eyes but these are only Intermit¬ 
tent. Get as many hits in until he 
raises his arms then get out of the 
way and repeat. 


104. Having defeated that little lot 
you’ll find yourself at this point, 
confronted by a ramp leading to a 
leap into the unknown. When you 
jump across be ready to push in the 
opposite direction as soon as you 
land or you’ll clear another ramp. 
There’s work to be done here first. 




1 




102. Once you’ve disposed of the 
robotic guard you’ll need to clear 
that little ramp to the left. There’s a 
ramp on the right which isn’t quite 
in alignment but if you tap up on the 
joypad while still running you can 
line Will up with the ramp on the 
other side allowing him to make the 
jump. 




105. Make your way down the path. 
There’s only one way to go so you 
can’t go wrong. However when you 
get to the end it looks like a dead¬ 
end. Fret not. Walk through Ihe gap 
In the wall and you’ll be flipped 
round onto the underside of the Sky 
Garden where strange forces pre¬ 
vent you from falling. 
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106. keep going to the far left then 
up and you'll see these bouncing 
fireballs. Stand where shown in the 
screenshot and you'll be safe to 
duck past when they're out of the 
way. There's no way to destroy 
them and they don't go away so 
beware on the way back and 
remember where they were. 


107. Work your way through, killing 
the worms and avoiding the fire¬ 
balls until you find the entrance to 
dark space which will enable you to 
transform into Freedan. Very handy 
against all those worms. You'll still 
be unable to do anything about the 
fireballs though, but never mind. 



108. As Freedan you can now go 
back around and downwards until 
you see the statue with the sword. 
Use the Dark Friar on the statue to 
release the sword then destroy it. 
Now use your powers of leviation to 
manouvre the statue onto the sus¬ 
pect looking tile a few feet to the 
left. The gargoyle will disappear. 





109. Go through the newly revealed 
opening to be confronted with a 
couple of orange robots. Kill them if 
you want defence power-up but if 
you're already short of energy it's 
best to leave them. It's hard to fight 
them while avoiding the frequent 
fireballs so you'll probably end up 
coming a cropper. 
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110. At the bottom of the room to 
the right there's a gap in the wall 
that allows you to return top-side, 
so go to it. When you re-emerge 
into the sunlight, after your eyes 
accustom to the glare, you’ll see to 
ramps off to the right. You can go ^ 
north hunting for bonuses but it’s 


not neccessary. 






111. Use the lower of the two ramps 
and you'll appear in front of a stat¬ 
ue guarding a chest. Destroy its 
sword then use your power to drag 
it away. Look in the chest to find the 
first of the four crystals. You can go 
back around and use the other 
ramp to get a red jewel if you really 
want to. 




112. Once you’ve got the crystal 
jump down the small drop opposite 
the chest follow the path around to 
find your way out. Eventually you’ll 
come across the statue you used 
earlier to activate that floor switch. 
Go to the far right then follow the 
path upwards avoiding the fireballs 
as far as it goes. 



113. Get to the top and kill the 
worms then jump down the step 
and jump through the gap in the 
wall. When you come out walk 
around, go down the ramp and keep 
going across the second ramp to fly 
all the way to the exit. This is where 
you came in so just keep going 
right to return to the Sky Garden. 



114. First save your game once 1 
more. Dark space will appear just to ^ 
the right. It also means you’ll get a ^ 
handy energy top-up which you 
probably need after all those 
worms. But the fight's not over yet. 
Next to tackle is the area accessed 
by the upper of the two paths on the 
right. 
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TIPS 





115. Just keep following the path 
around as you go. There aren’t any 
new monsters to test you so there’s 
nothing you won’t have seen 
before. Just be prepared to take 
evasive action as worms and 
robots are ail over the place. 
Fortunately Freedan’s mighty blade 
makes short work of them. 
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117. Look in the chest to find the 
second crystal then go back round 
the way you came. You can have a 
bit of a hunt around as there’s a red 
jewel and a herb to be found. 
Otherwise just retrace your steps to 
get back to where you started. Next 
up is the lower right area. 


f 



120. This statue appears to have lit¬ 
tle significance but destroy its 
weapon and shift it out of the way 
use the L or R buttons to reveal a 
hiiden entrance. Inside you’ll find a 
doorway to dark space where you 
can conveniently recharge your 
energy and save your progress. 
Good, eh? 
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121. Destroy the 
blure robot in the 
centre of the stone 
circle and an ener¬ 
gy bolt will be 
released. It’ll then 
open up a new 
route to the south. 
Destroy the worms 
and you should 
get a strength 
boost provided 
you destroyed ail 
the enmies you 
passed so far. 



122. Keep going until you find this 
robot and destroy him. An energy 
bolt will destroy the blocks which 
bar your path and the crystal is in 
the chest just above. Be careful of 
the fireballs though. They can’t hit 


GUIDING UGHT COMPUTER SERVICES LTD,P.0. BOX 17, ASHTON UNDER LYNE, 0L7 OWW 
If you ore under 18 please ask permission to call. Maximum call charge at peak rate 
£3.68. Calls cost 39p per min cheap rate, 49p per min at all other times. 


Remember the ^ when you’re directly in front of 
robots only have chest so don’t get panicked, 

eight-way fire. m 
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126. Patrol around the imediate 
area to kill everything that might 
pose a threat then go up to where 
shown — the top left. Drop down 
the gap to the right and flick the 
switch using the Dark Friar. Return 
and the wall surrounding the dark 
space door will have sunk into the 
ground. 



use the psycho dash 

to destroy the two 

stone figures then 

jump down through 

the gap just below the big ramp. Hunt 

around a bit in the underworld until 

you find the statue but try not to get 

drawn into fights along the way as 

young Will tends to come off worst. 





130. You II have to destroy the 
stone figures again using the 
Psycho Dash then run down the 
ramp and keep going all the way 
across to the chest from which 
you’ll be able to claim your prize. 
You can now safely leave In the 
knowledge that another task is well 
and truly completed. 



131. Fit the four crystal balls which 
have appeared In your Inventory In 
the holes as shown and a path will 
reveal itself allowing you to exit the 
Sky Garden. A quick joint back to 
dark space to save your game once 
more, then prepare for some high¬ 
flying aero excitement. 



132. Before you can make your 
escape one last mighty adversary 
stands, well, hovers In your path. 
Contact with this giant bird doesn’t 
harm you but the spikes he drops 
do. Stay out of the way and get your 
hits in when he swoops. If your 
energy get's low eat a herb to boost 
it up a bit. More next month! 
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LEHERS 


I 



the sun, we nottcett that poor old 
pestle was having no respite what¬ 
soever as he lugged a great htg 
sack of your letters Into the 
offices. However, despite Ms dis¬ 
comfort and distress at such a 
degree of manual work In these 
outrageously high temperatures, 
we dIdnoHce that he was decked 
out In Ms Post Office standard 
Issue shorts! 

Anyway, here are the fruits of Ms 
lahour... your letters. 

Don't forget. It you'd like your let¬ 
ters to enloy a long holiday In the 
deepest reaches of sunny Devon, or 
you'd Hke them to witness the MH 
horror of the postman's knohMy 
knees, drop us a line at: 

Super Darner, 14A DMen Street, 
Newton Ahhet, Devon, TD1SSJS. 


Dear SG 

1 have been a regular reader 
of your magazine, ever since 
it started, and I have really 
enjoyed reading it. However, 

I was very disappointed to 
see that over a period of 
time, you have made the 
magazine smaller, yet the 
price has actually risen! How 


can you justify this? I mean 
it*s bad enough that the size 
of the magazine has been 
reduced, because this 
means that within each 
issue there isn’t as much 
information, reviews, pre¬ 
views etc. I wouldn’t mind 
paying the money if I felt 
that I was getting something 


for my cash, but as it is, the 
magazine simply isn’t as 
good as it was a year ago, 
so the fact that it’s actually 
more expensive to buy 
seems a bit strange to me. 

Why have the pages been 
reduced so drastically, and 
are there any plans to add 
more in the future. 

CM Palmer, Brighton 

I’ve said It before and I’ll 
say it again — the page 
drops are totally beyond out 
control. It’s the shadowy, 
sharp-suited, upstairs-peo¬ 
ple who make those deci¬ 
sions. However, to be hon¬ 
est with you the Nintendo 
market as it is wouldn’t sus¬ 
tain the magazine were to 
be bumped back up to its 
original size. Sure we could 
fill up the space with retro¬ 
spectives but we’re ioathed 
to do that. Basically you’d 
end up paying more money 
for stuff you already know. 
The price is due purely to 
inflation so a page 
increase would certainly 
mean a price increase. At 
the moment it’s a case of 
wait and be patient. The 
Nintendo market is in a 
steady tick-over as it antic¬ 
ipates the Ultra-64’s 
arrival. In the wake of that 
momentous event you can 
bet your bottom dollar 
there’ll be few changes. So 
come on Nintendo. Pull 
your finger out! 


Dear SG 

First of all I’d like to congrat¬ 
ulate you on the magazine. I 
really enjoy it, and as a 
SNES owner, I feel that it’s 
essential reading to keep me 
informed about what’s avail¬ 
able in the gaming world. 

Having said that, I must 
admit that sometimes the 
Tips Section is rather poor. I 
know that it must be hard to 
get good tips on a regular 
basis, but after all that is 
what you lot are paid for, 
and if you’re going to have a 
Tips Section, then it should 
at least be of some use. It’s 
really frustrating when you 
find that the tips aren’t really 
all that helpful at all. 

Why don’t you have a 
reader’s tips section, where 
readers tip a whole game, in 
return for a free game or 
something? Readers are 
invariably games players, 
and ardent games players 
are usually the best people 
to ask about games, and 
how to complete them 

I’m sorry to be negative, 
but I hope that this idea is 
given some thought by the 
staff at Super Gamer. 

Peter Bryant, Reading 

Er, most readers are games 
players. Yep — that’s a fair 
bet. As for readers tips. We 
welconr>e anything you care 
to send in if it’ll be some 
help to other readers. As it 
happens most reader’s tips 
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are of ttie small hint/cheat 
variety you see in the 
busters section. Mind you 
this month we have the com¬ 
plete guide to Judge Dredd 
which is a pig of a game to 
complete and that sure took 
some putting together. 
There’s yet more Illusion of 
Time as well so we should 
be seeing the end of that in 
the next couple of issues. 
Mind you the last we saw 
Miles was hopelessly stuck 
in the land of Mu so things 
aren’t going swimmingly at 
the moment. 

Anyway, tips aren’t help¬ 
ful? Parp! Bugger ye off and 
read the TV Times until 
you’ve calmed down a bit 
then wipe the foam from 
your lips and we’ll talk 
again! 

Dear SG 

Hi! I am sixteen years old, I 
live in Newcastle and I love 
your magazine! It’s really 
smart, and I would like to 
know how you lucky devils 
get jobs like that. Just imag¬ 
ine sitting around all day, 
drinking Champagne and 
eating Caviar, whilst playing 
all of the hottest titles 
around. It must be really 
hard for you, but you have 
my sympathy! 

I own a SNES, and I cur¬ 
rently have 16 SNES titles. 
My favourite is Street Fighter 
II, which I brought off a 
friend of mine for £10! I also 
have a Gameboy, but I don’t 
have many games for it yet. 

Anyway, what I want to 
know is just how on earth 
you get screenshots into 
magazines? I don’t under¬ 
stand how that sort of thing 
works. Do you take pho¬ 
tographs of the game being 
played on a monitor? Or is 
is done on computers? 
Please make a sad old thick- 
ie very happy by trying to 
answer my question, and I 
promise not to bug you any¬ 


more, unless I need a free 
game or something, in which 
case I’ll keep writing until I 
drive you all bonkers. 

Whilst I’m here I would 
just like to make a quick 
suggestion about a feature 
which you could include in 
your magazine. I know near¬ 
ly all magazines have one, 
but that’s because then, you 
can get in touch with other, 
like-minded people. Have 
you guessed what it is yet? 
Yes, a Pen Pals section. It 
would be nice to write to 
other SNES maniacs, and 
exchange ideas, cheat 
codes, tip and the like. It’s 
just a thought. 

Anyway, I’m off now to 
have a few rousing rounds 
of Street Fighter II. I don’t 
think I’ll ever get bored of 
playing it. 

See Ya, 

Carole Damond, Newcastle 

Oh my poor innocent child. 
Your vision of life as a com¬ 
puter journo is rose-tinted to 
say the least. For a start the 
pay barely stretches to cod- 
roe let alone caviar. And as 
for playing games all day. 
Well, when you’ve got two 
days until dead-line and you 
have finish a 24-meg cart 
and write it all up I can tell 
you things can get pretty 
stressed. 

Screenshots in the past 
were taken in much the 
same way as you suggest. In 
the infancy of computers the 
screenshot moon would 
simply photograph the moni¬ 
tor screen then the pictures 
would be developed and 
scanned into the mag. These 
days however it’s a bit more 
sophist’. The games 
machines can be plugged 
straight into an Apple 
Macintosh (the machine we 
use for writing and design¬ 
ing the mag) and picture are 
grabbed through a natty pro¬ 
gram. I don’t know if that’s 


at all clear but If It’s not... 
well, tough! 

Drive us bonkers with let¬ 
ters. We’re already bonkers, 
matey! Absolutely stark rav¬ 
ing nibblet mudflap... 

Now then. You want a pen 
pal section, eh? I’m sorry 
but that’s just too much of a 
sad idea. If It’s pen pals you 
want, go read Smash Hits. If 
the latest in hardcore gam¬ 
ing action is what you crave 
you still know where to 
come! 

Dear SG 

I would like you to answer a 
few questions for me if you 
can. If you can’t, perhaps 
you could tell me where I 
could find the correct infor¬ 
mation. 

I own a SNES, but I have 
been a bit worried lately, 
because it seems that the 
games are not as good any¬ 
more, and less games are 
coming out. I guess that as 
other machines come out, 
like the PlayStation, then the 
companies that make games 
are making games for those 
machines. Anyway, here are 
my questions: 

1. When a company like 
Konami or Ocean make 
games for Nintendo, do they 
have to make so many a 
year, or can they produce as 
many as they want, or as 
few as they want? 

2. How does a company 
get Nintendo to see the 
game they have made? 

3. Can Nintendo stop 
companies making games 
that work on the Super 
Nintendo? 

4. How long does it take 
to make a computer game 
for the Super Nintendo? 

I hope that my question 
aren’t too hard for you to 
answer, but I would like to 
know about how games are 
made for the SNES. 

Stewart Jones, Dundee 


There certainly are less 
games these days but I dis¬ 
agree that they’re not as 
good. In fact I’d say there’s a 
substantially larger propor¬ 
tion of quality than In years 
gone by. Back In the days 
when there might be 20 odd 
reviews a month, how many 
of those games were actual¬ 
ly worth playing? And of the 
half-decent ones few were 
actually worth the astronom¬ 
ical prices. These days the 
great majority of games, on 
the SNES certainly, are well 
worth Investigation. In fact I 
can’t recall a really bad 
SNES game apart from 
Justice League for quite 
some time. 

Question time... 

1. They produce as many as 
they want. 

2. That’s the job of those 
outrageously good looking 
PR girlies we like chat up on 
the phone. Then of course 
there’s the good old Royal 
Mail service. 

3. You have to have a 
license to market anything 
on Nintendo’s hardware. 

4. Depends on the game. 

Dear SG 

Hello to all at Super Gamer. 
Thanks for providing us with 
the most informative and 
reader-friendly Nintendo 
magazine on the market. It’s 
nice to see honest and inter¬ 
esting reviews, unlike most 
other so called magazines. 
NME just say everything’s 
really good even if it’s not 
and Total seem to have their 
heads lodged firmly up their 
own arses. They’re more 
interested in being ’funny’ 
than actually saying any¬ 
thing worthwhile. I don’t 
mean to say SG is humour¬ 
less, but it manages to main¬ 
tain a high level of factual 
information while remaining 
an amusing read. 

I own a SNES and a con¬ 
verter to allow it to run 
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LETTERS 


Dear SG ^ 

I am a regular y^K FTi^ fl 

reader of your I | i / T 

magazine, and L / i 

without wishing / 

to be too predictable, I would like to say that as f ^ v 

far as I’m concerned at least, Super Gamer is i 

the best Nintendo based magazine around. As W 
a big fan and regular reader, I always read the 
magazine from cover to cover, and regard it as essential 
reading for anyone someone who owns a SNES. I particu¬ 
larly enjoy reading the letters sent in by other readers, who 
are concerned and interested about the same things as I 
am, at least as far as the world of Nintendo is concerned. 

It’s very encouraging to see that many, many people get 
so much enjoyment from their Nintendo systems and the 
associated products such as the games, and of course 
this magazine. I know that your magazine isn’t endorsed 
by Nintendo, but to my mind, this is a good thing. I 
remember when I brought an NES about six years ago, I 
became a member of Nintendo’s Mario Club. As a mem¬ 
ber, I received a bi-monthly publication called Club 
Nintendo. Now this magazine was sent free to many thou¬ 
sands of Nintendo users across Europe, and was officially 
sanctioned by Nintendo themselves, and produced under 
their scrutiny. 

Now, as you will appreciate, Nintendo wouldn’t exactly 
have allowed the magazine to have criticised any of their 
own games or products, and as a result, the magazine 
was pathetically biased. Every review was an exercise in 
praise, attempting to brainwash the reader, and tell them 
just how wonderful the games were. Every game, accord¬ 
ing to the writers was brilliant and would be suitable for 
any age group. Admittedly, the magazine was aimed at the 
younger end of the Nintendo market, but in some ways 
what they were doing was made all the more inexcusable 
when you consider the fact that children are far more easi¬ 
ly convinced or impressed. 

If Super Gamer was given the Nintendo seal of approval, it 
would undoubtedly have to bend to the pressure of politics, 
and conform to what Nintendo wanted to say. I know 


Nintendo is a huge 
concern, and the 
majority of their 

L_ISL_ P*'oclucts are very 
good, but the kind 

of practices they were involving themselves in 
with the production of Club Nintendo were a bit 
misleading. I wonder how many other readers 
remember, or used to receive Club Nintendo? 

Anyway, keep up the good work with Super Gamer. As an 
independent you have an enormous advantage over an offi¬ 
cial magazine, and your reviews, reports and opinions are so 
refreshing and non-partisan. 

Yours Sincerely, 

Peter Hallet, Bridgwater 

Club Nintendo. Hmm... rings a bell. True It Is though that 
official publications are bound over to be a bit nicer than 
the independents. That however is the nature of the beast. 
Not only in the video game industry but in the business 
world in general. You have to hope most punters are going 
to be intelligent enough to distinguish between a genuinely 
critical magazine and one that is little more than an ad cata¬ 
logue. I wouldn’t agree that it’s underhand as you suggest 
but I can see how it might be construed as misleading. 

The all-important thing is that Super Gamer as you know 
has no connections whatsoever with the Nintendo corpora¬ 
tion which means we are never going to sacrifice our princi¬ 
ples and build up games which obviously aren’t worth it. 
Woah! long sentence there. 

It has been known for certain companies (who shall 
remain nameless) to lean on reviewers in the hope of get¬ 
ting an extra 5%-10% but when it comes down to It they 
need the support of the mags to sell their games so 
there’s no point trying to be all heavy handed about it. A 
good relationship between the media and software houses 
makes for a healthier industry and more lively and worth¬ 
while mags. Thankfully this remains largely the case. 

Anyway, seeing as you included a fiver with your little 
collection of thoughts I’ll let you have the Star Letter. 
Business is as business does... 


NTSC cartridges. Having 
recently been to the US on 
holiday I picked up a whole 
load of cheap carts but was 
quite disappointed to find 
three didn’t work with my 
machine even through the 
converter. A couple of the 
others seem a bit slow and 
jerky too. Could you possi¬ 
bly explain why this should 
be? I don’t mind too much 
because even just counting 
the ones that do work I 
ended up paying less than I 
would have done had I 


bought them over here. 

How about a feature on 
American carts that will and 
won’t work through a con¬ 
verter to help avoid disap¬ 
pointment for people like 
myself. 

I read some multi-format 
mags like Games World and 
C&VG and they’re always 
chock full of reviews and 
news about PC and CD-ROM 
games. I know many of 
these, especially the flight 
Sim type games, probably 
wouldn’t be any good on the 


SNES but what about games 
like Full Throttle and Alone 
in the Dark. I feel sure such 
games would not only sell 
well and make the compa¬ 
nies a healthy profit, but 
they would also help to revi¬ 
talise what is obviously a 
declining cartridge market. If 
interest in the SNES was 
restored to the way it was a 
couple of years ago this 
would mean even more 
sales for future PC conver¬ 
sions and meaning bigger 
profits still for the compa¬ 


nies involved. 

Also it would mean a 
greater variety of games on 
the SNES which has become 
bogged down with platform¬ 
ers and beat-’em-ups, most 
of which are identical except 
for the graphics. 

The SNES in turn could 
help the PC market which 
seems to have graphic 
adventures and serious sim¬ 
ulations buy the truck-load. 
By contrast platform games 
are almost non-existent. In 
fact the SNES is better at 
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certain things than the PC. I 
recently played a PC CD- 
ROM beat-’em-up called 
Warriors which got really 
good reviews In the PC mag¬ 
azines and it was dire! I 
showed my mate (whose PC 
it was) MK2 on my SNES 
and it blew him away. 

Surely not all PC owners 
only want to play more seri¬ 
ous games. If they’re seri¬ 
ous about gaming (and they 
must be after shelling out a 
grand for the machine) sure¬ 
ly they want some good 
honest arcade action for 
those lighter moments. 

What I’m saying is that 
the SNES has its strengths 
as well as its weaknesses 
even in this new world of 
PlayStations, Saturns, 
CD3DHi-de-his and so on. 
Right. I’ve waffled on a bit 
so I’d better stop. Bye. 

Simon Hanrahan, Portishead 

Good points one and all. 
There’s no doubt the Super 
Nintendo does what it does 
as well as any other 
machine you care to men¬ 
tion. The PC games market 
has only begun to experi¬ 
ence mainstream interest 
from a games point of view 
over the past 12 months or 
so. Up until recently it was 
regarded as a serious 
machine for business appli¬ 
cations but the current yen 
for CD software has thrust it 
into the games arena. 
However it is still very limit¬ 
ed in what it can do. The 
thing about PCs is that 
they’re so upgradable. What 
you have to remember 
though, is that the basic PC 
hardware dates back to 
1978. Predating even the 
Amiga by some five to six 
years. As far as moving 
polygons and texture 
mapped landscapes around 
it’s outstanding but try and 
get it to scroll several layers 
of parallax while keeping 


sprite and background ani¬ 
mation fast fluid and you 
might as well be trying to fit 
an engine to a blancmange. 

Unfortunately the tradi¬ 
tional style of arcade game 
at which the SNES excels is 
not currently fashionable. 

It’s all speech and FMV 
sequences these days. 
However it’s only a matter of 
time before people realise 
how limited the games 
themselves actually are in 
terms of interaction. 

The Sega and Sony 
machines are more geared 
to action games and I think 
you’re right. Nintendo are 
taking a big risk in allowing 
the others a head start as 
they look to build up solid 
user bases. There’s only so 
long they can maintain the 
feeling of awe surrounding 
the Ultra-64 before it degen¬ 
erates into farce. All I can 
say is that given the amount 
of money the no doubt earn, 
the big N’s marketing people 
must know what they’re 
doing. At any rate we’ll 
know one way or the other 
come next summer. 

I’m sorry to hear you 
ended up wasting money on 
carts but not all work 
through the converter. Not 
being a techy-head I could¬ 
n’t tell you the ins and outs 
but basically that’s a risk 
you take. The reason some 
of your games don’t run as 
smoothly is again down to 
the converter. NTSC moni¬ 
tors have a quicker screen 
update than PAL which 
could affect performance of 
the cart. Still, at least you 
can play ’em, eh? 

Dear SG 

For months now I’ve sat 
back and slowly watched 
the magazine go down hill. 

At first I thought I’d give the 
new changes the benefit of 
doubt, but I just can’t bear it 
any more and think it’s time 


to say my piece. 

When Super Gamer went 
down to 84 pages, I was 
annoyed, but the quality 
remained ju^t as good, so I 
thought I’d bear with it. Then 
it went from 84 to 68. By this 
stage I was getting really 
annoyed with the way things 
were going, but yet again I 
thought I’d keep my mouth 
shut and give the mag the 
benefit of the doubt. But 
when it went 52 that was it! 
How can you justify such a 
lame excuse for a magazine. 
In fact it’s not even a maga¬ 
zine, it’s a bloody pamphlet. 

Now I know you can say, 
hey you buy the mag, if you 
don’t like it don’t buy it, but 
I’m a subscriber so I don’t 
really get a choice. So, what 
are you going to do? I paid 
good money in advance for 
a quality product. Now I’m 
getting a second rate mag 
and would like my money 
back so I can go and get a 
decent SNES magazine. 

J Poulain, Shropshire 

Pants! 

Dear Super Gamer 
I’ll get straight to the point. I 
bring a warning of doom 
and gloom for Nintendo and 
their high-handed attitude 
towards the people who’ve 
supported them over the 
years. They say they are not 
going to launch the Ultra-64 
until next year even though 
the other next generation 
systems are here already. 
They seem to have a huge 
superiority complex and 
genuinely believe they can 
do just about whatever they 
want. Maybe this wa8 true in 
the past but now there are a 
lot more players in the mar¬ 
ket. They no longer share a 
monopoly with Sega. With 
all the new machines 
appearing on the shelves 
they are already destined for 
a smaller share of the mar¬ 


ket. Delaying the Ultra-64 
will just make it worse. 
Frankly I can’t see how it’ll 
work. Most people are 
unlikely to be able to afford 
more than one of these new 
jobbies. At £300 to £400 
they’re more than three 
times as expensive as the 
old 16-bits. Not many people 
owned a SNES and a Mega 
Drive so who’s going to buy 
a Saturn and an Ultra-64. 

Nintendo have to realise 
they are not Gods and not in 
anything like the position of 
power they held at the start 
of the ’90s. Otherwise I fear 
the worst which would be a 
shame as the SNES has 
been consistently the best 
machine for quality games. 
Liam Sparrow, Porlock 

I seem to have semi- 
answered you in a previous 
letter actually! I see what 
you mean about Nintendo’s 
attitude. They don’t seem to 
have any humility do they? 
Dare I say they’re naive to 
the real world having, as 
you said, enjoyed a near 
monopoly for so long. 
However they also have the 
advantage of years of expe¬ 
rience in the Industry that 
only Sega can claim to 
equal. Despite their big and 
brash entry, Sony are rela¬ 
tive novices on this side of 
the fence. 

As I said in an earlier 
reply, the proof of the pud¬ 
ding will come out In time, 
to mix a metaphor. You 
can’t quite see the logic but 
I for one have a sneaking 
suspicion they might just 
pull it off as they have done 
before. They’re still keeping 
the Gameboy afloat with a 
steady stream of titles when 
it should probably have 
dies a long time ago for 
Fergie’s sake! Persistence 
and determination (and a £X 
million marketing budget) 
can do a lot. 


SIH^ GAim OCT'35 ^ 



BACK ISSUES 



BACK ISSUES 

Please send me the following 
back issues of Super Gamer 
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ISSUE FOUR 
ISSUE FIVE 
ISSUE SIX 
ISSUE SEVEN 


ISSUE TEN 
ISSUE ELEVEN 
ISSUE TWELVE 
ISSUE THIRTEEN 
ISSUE FOURTEEN 
ISSUE FIFTEEN 
ISSUE SIXTEEN 
ISSUE SEVENTEEN 
ISSUE EIGHTEEN 


YOUR DETAILS... 

If you are purchasing back issues for yourself or giving back 
issues as a gift, please fill in your details below: 

Name .Signature. 

Address. 


Postcode.Telephone. 

METHOD OF PAYMENT 

Please indicate your choice: 

CHEQUE / POSTAL ORDER 
Please make payable to Paragon Publishing Ltd 

CREDIT CARD Expiry date / / 

Card number_ ! _ ! _ ! _ 

If you are giving back issues as a gift to someone, please fill in 
the lucky recipient’s details below: 

Name .Signature. 

Address . 


Postcode.Telephone. 

WHERE TO SEND IT 

Please return this coupon (or a photocopy) with your 
cheque/PO, if applicable, to the following address: 
Back Issues, Paragon Publishing Ltd, FREEPOST 
(BH 1255), Bournemouth, Dorset BH1 1BR. It won’t 
cost you a penny in stamps if posted in the UK. You 
can, of course, call our credit card hotline on (01202) 
299900 or fax us with your details on (01202) 299955. 

NB 

All prices include 55p postage and packing. 

Sorry, but any issues not listed have been sold out. 



































update 
Credits 
Jobs on offer 




Computing 

CD-ROM Games, 
CD-ROM User, 
Internet and Comms Today, 
Net User, 

PC Kids, PC Office, 

PC Power, PC Tactix 


Video Games 

3DO Magazine, 
Amiga CD Gamer, 
Games World, 
SegaPro, 
Super Gamer, 
X*Gen 


Sport 

Football Heroes 



Paragon Publishing, publishers of the best-selling Internet and Comms Today* and the bi-monthly Net User, has expanded its publishing ventures onto 
the Internet with its Web magazine. Paragon Online. With Paragon Online, you can communicate directly to any of the magazine editors, find out future 
magazine plans before anyone else, read the latest news updated by the magazine staff and have a jolly good time. 

All you need to connect to Paragon Online is an Internet account, a suitable PC, a modem and a telephone line. Alternatively, you can get on via a direct 
college connection. Once you connect with a World Wibe Web browser, there are no hidden charges. Paragon Online is a completely free service. 

Tune your World Wide Web browser to: 

http://www.paragon.(o.uk/paragoii 



Paragon Publishing, the publishers of this magazine, have vast Internet experience. In October 1994 it launched the first and best-selling 
Internet magazine, Internet and Comms Today*. With the launch of Net User in April 1995, it became the only UK magazine publisher 
to have two independent Internet magazines. When it comes to the Internet, there is no more experienced publisher. With our ever- 
increasing range of Computing, Video Games and Sport titles. Paragon Online will develop into one of the busiest Web sites. 


If you are an independent publishing company and wish to get your magazines online through Paragon 
Publishing, email Pat Kelly at patk@paragon.co.uk or call 01202 200203. 


To advertise on Paragon Online on very 
patk@paragon.co.uk or call 01202 200203. 


favourable introductory terms, email Pat Kelly at 
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CAM YOU HANDLE 
THIS MUCH ACTION? 



PGA \ 




INTERNATIONAL 


SOCCER 


iiTENSEPB^ 

"Minienoo, 


Test your skills against the pros in these 
spectacular Game Boy conversions of 
EA SPORTS^*^ best selling 16 bit versions. 



MALIBU 

GAMES 



SPORTS 


ELECTRONIC ARTS 


Malibu Games, 4 The Parade, Epsom, Surrey KT18 SDH Telephone: 01372 745222 Fax: 01372 740380 

EA SPORTS and the EA SPORTS logo are trademarks of. and Electronic Arts is a registered trademark of Electronic Arts. NHL and the NHL logo are registered trademarks of the NHL and used under 
license by Electronic Arts. PGA EUROPEAN TOUR and its logo are trademarks of PGA EUROPEAN TOUR. Nintendo. Game Boy. Super Game Boy and the official seal are trademarks of Nintendo Co. Ltd. 

Malibu Games is a division of T*HQ. Inc. © 1995 T»HQ. Inc. 



AVAILABLE MOW! 

Developed and published by Malibu Games under license from Electronic Arts 
























